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Frankenstein: Through th&@Eyes of the Monster is a trademark of Interplay Productions 


IF YOU WANT TO WIN... 
YOU HAVE TO HAVE CONTROL! 


GRAVIS FIREBIRD 


¢ 17 programmable buttons 
¢ Point and click programmability 


e Built-in throttle and trim controls 


GRAVIS PHOENIX™ 


Includes Descent Destination Saturn 


¢ 24 programmable buttons 
¢ Built-in throttle and rudder control 


¢ Point and click programmability 


* Applies only to purchases direct from Gravis. Retail policy and price may vary. 


If you're going to beat today’s high-speed, 
fast action computer games, you need a 
Phoenix or Firebird programmable flight 

and game controller. Change weapons, side 
step and strafe without touching the keyboard 
to dominate the action in Doom II™. 

A simple change of button settings, and 
you re the master in TIE Fighter™. Play to 
win with a Gravis programmable flight and 


game controller. 


30-day, money-back guarantee. * 
See your dealer or CALL NOW, 


1-SOOREP All: itp. 


GRAVIS. 


All other brands or product names are trademarks owned by their respective companies. PL A Y T O \ | N 


Advanced Gravis Computer Technology Ltd. 1790 Midway Lane, Bellingham, WA, USA 98226 


“YOU'RE OUTHUMBERED, 
OUTGUNHED AND TAKING 
OW WATER BY THE TON. 
WHAT'S YOUR ORDER, 
SHOTSHOTES 
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Get To The Bridge And Take 
Command Of The Navy's Finest 


__ SEReMMNHENI FEMME ee ht = 


é "Awesome Electronics & — 
* Weapons Help You Take Action 


g First person perspective & 3-D 
q graphics will blow you away!! 


Like they say, it's not just the Navy, it's Are You Fit For Command? 
an adventure! It's USS Ticonderoga, the 
incredibly realistic naval simulator that puts 
you in command and in the center of battle. 
see Everyone is counting on you as the 
-  Annapolis-bred hotshot commanding 

af the flagship missile cruiser of the 

= Navy's modern fleet. It's as close 

as you can get to serving in the Navy : Bow Get to the bridge, 
without enlisting. Lone oe inventory your weapons 
4 and take command of 
the naval simulator that 


Can you survive more than 20 different Compatibles . oe 
missions that get increasingly more difficult as wh = | 
you progress? Can you command sorties that <r 
reflect current world hotspots - North Korea, 


The Middle East and the North Atlantic? 
Are you command material? 


Tico uses actual US Navy specs with 


real time decisions, perilous world security 


; 4 ° of. alle | 
situations and authentic advanced military “y ra a fo . le si 
technology. The first person perspective See Ae Iconderoga: —_ 


and awesome 3-D rendered ra hics © 1994- 95 Mindscape, Inc. All rights reserved. © 1994-95 Intelligent Games, Ltd. 
gee 1-800-234-3088 


Design and implementation by Intelligent Games, LTD. IBM is a registered trademark of 
International Business Machines Corporation. All other company and product names are 


MINDSCAPE 
will blow yOu away. trademarks or registered trademarks of their respective holders. 
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The only first-person 
POV full-motion-video oe 
streetball game you can get. [Agee 
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This ain’t no candy-colored cartoon, but live, 
in-your-face streetball. You’re in the game, one-on-one. Drive, dunk, shoot 
and steal —- anytime you want. But beware. You take on real players, in 100% constantly 


interactive game play. No lags. No delays. Instant response. All in real video so 


InstaSwiteh®> ID stant Sharp it’Ll knock you into next week. How’s it done? Two patent-pending 


CD-ROM RESPONSE VIDEO 


TECHNOLOGY 


technologies from Digital Pictures: InstaSwitch® for instant action and 


_DigiChrome™ for dazzling video. You’1ll need all this technological wizardry 


Ttaking it to the hole. Who knows? You may even earn enough respect to face Bicone 


Scottie Pippen himself. It’s Slam City, baby. 


HElectronics Boutique, Sears and Software Etc. cal 
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Slam City With Scottie Pippen is available on: Pentium™PC CD-ROM, 486 PC CD-ROM, Sega CD™ and Sega CD 32X™. 


| Pictures, the Digital Pictures logo, Slam City, DigiChrome, InstaSwitch and “When Movie Makers Make Games, Everything Else Is Just D _ . t i P : t 
ons” are all trademarks of Digital Pictures, Inc. Pentium is a trademark of Intel Corporation. Sega, Sega CD and Sega CD 32X are ! g I a | C U [ = S 


sit your local retailer or call 1-800-262-5020. 


"2 DELI ™ 
That’s Mister Brittany loves a “How’d you get 
Scottie Pippen winner. And only up that high?” When Movie-Makers Make Games, 

to you. a winner. Everything Else Is Just Cartoons.™ 


But that 5 that bins ee yoy aie your ie at "Fl throttle’ 


bey le edisatare nails you oa PE Co-AOM. Call 1-800-STARWAES fot availability. 
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INITIALIZE 14 
At long last, the Atomic Age has come. Sendai 

Media and CGR proudly unveil NUKE; the 

website of the future 


POSTAGE DUE 16 


The April article on tech support has created 
quite a furor among readers and software 
companies alike. 


HARDWARE 78 


Photonics debuts the GameNet for the 
Macintosh, while ThrustMaster invites you to 
play with your joystick in the dark. 


ADD-ONS AND INFO 90 
Don't boot up twice, it’s all right. Graphix Zone 
releases Highway 61 Revisited, the ultimate 
compilation of Bob Dylan, on CD-ROM. 


CHILD SUPPORT 98 
Dr. Brain has had some interesting adventures 

in the past, but the fact that he’s lost his mind— 
literally—ranks as his strangest. 


INTERVIEW 122 
As Interplay gears up for the release of 

Frankenstein: Through the Eyes of the Monster, 

CGR chats with the game’s producers. 


BETA TESTING 136 
It seems like a dream job—testing new games 

and getting paid for it. CGR looks behind the 

scenes at what it takes to play for pay. 


KEEP ON TREKKING 146 


Wlth the success of the Star Trek Interactive 
Technical Manual, hopes and ambitions for the 
next project from the Okuda’s is high. 


STRATEGY 158 
Having trouble waking up the luggage? Meeting 

up with DEATH too often? Discworld’s brand of 

logic is helpfully explained. 


IN THE BAG 

The Empire crushes helpless millions in its mer- 
ciless grip. You are the only one who can stop 
the fury of the Dark Troopers. Welcome to Dark 
Forces from LucasArts. 
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~ Years ago, it set the standard for role 
playing games. Now, just when the 
nightmares are starting to fade, it's back 
_,..and it's bigger and badder than ever. 
Introducing Dungeon. Master Il: The 
Legend of Skullkeep. | 
From its storm ravaged villages to 
trap-filled dungeons you'll face creatures 
and characters that actually think for them- - 
_ selves and react to your actions. 
It's the most realistic role-playing 
world ever created. Where real-time com- 
bat combines with finely-tuned traps and 
puzzles to test your logic and reflexes to 
the limit. Featuring an all new version of 
_ the interface that defined sess | 
_ 3-D sound effects and stunning visual 
- effects, it's the ultimate quest of magic, 
— and monsters. 
_ Dungeon Master II. You'll be its 
prisoner once again. 


_ Available for your IBM PC 
~ and Macintosh. See your local’ 
_ software retailer or call : 
- 1-800-969-GAME. BY GAMERS. FOR GAMERS." 


© 1995 Interplay Productions and Software Heaven, Inc. All Rights Reserved. 
sate cathy MASTER is a trademark of software Heaven, bers 


179292 Fitch einue’ Irvine, CA 99714 714) 553-6678 


ie 


I PAT |EMT| 


ORFONENTS: TURN. 


"§.0.8... Surgeon being shot at! I 
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INTRODUCING THE NASCAR. TRACK PACKSSEVENNEN eae = Se 
TRACKS TO ADD TO YOUR ORIGINAL NASCARS:RAC Soe 
FOR MORE FUN AND EXCITEMENT! ==" j 
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WE'VE HYPED 
NASCAR RACING 
JUST ABOUT AS 
MUCH AS WE COULD. 
NOW WE'LL SIT BACK 
AND LET THE EXPERTS 
HAVE THEIR SAY. 
PC Gamer's Best 
Sports Program of the Year — 
~~ Computer Game Review's Golden a LE OUT THe 
» Triad Award and Best Sports me wee EXPANSION KIT AND 
Program of 1994 eee ITH THESE RACING VENUES. 
atta Dover Downs International Speedway 
Interactive Gaming's 1994 Game of the Year Pocono Raceway ROUT 
Award for Best Sports Program North Carolina Motor Speedway CALL TREE 
Interactive Gaming's Editor’s Choice Award In North Wilkesboro Speedway Oo pPN FOR 
Recognition of Outstanding Achievement in Sears Point Raceway : Y¥CHANGE 
Game Design and Execution of Production Richmond International Raceway oROGRAM 
Computer Gaming World's Best NASCAR TRACK PACK OFFERS SEVEN 
Simulation of 1995 NEW CHALLENGES TO ROUND OUT YOUR 
SPA’s Codie Award for FULL RACING SEASON. 
Best Sports Program Available on PC CD ROM at your local retailer 
1995 Dr call 1-800-836-1829 to order direc’ 
| 4 TarrTrray wsqy™ 
NASCAR Racing, officially licensed by HN FD Dp. i‘ Distributed by Virgin 


[ood \ é ._~ Interactive 


NASCAR, is the most realistic driving |) wav L BARS Entertainment, inc. 


i i I y Papyrus 3BS# (6 7. 6-7 79) C mpuS ve (GO PA VRUS) Interne Dealer inquiries 
simulation available for our PC. pyrus BBS 517-576-74 , CompuServe (GO PAPYRUS), Internet see cal 


(ftp.std.com, ftp.papy.com, www.papy.com), AOL (keyword PAPYRUS) (714) 833-8710 


NASCAR is a registered trademark of the National Association for Stock Car Auto Racing, Inc. NASCAR Racing is officially licensed by NASCAR. Papyrus is a registered trademark of Papyrus Design Group 
Inc. Virgin is a trademark of Virgin Enterprises, LTD. DuPont Automotive Finishes trademarks used under license from Motorsport Traditions, DuPont, Jeff Gordon and Hendrick Motorsports. Sterling 
Marlin name and likeness and KODAK, GOLD and Trade Dress are trademarks licensed to Papyrus Design Croup, Inc. by Eastman Kodak Company. Maxwell House is a registered trademark under license 
from Advantage Management 


WELCOME 
TO THE 
ATOMIC 


uclear power is here to stay, and CGR’s got it. Welcome to the Information Age 
wrapped in the Atomic Age. Welcome to NUKE. 

What is NUKE? NUKE is our new world-wide website on the Internet. You can 
reach us at http://www.nuke.com. 

But what is NUKE? NUKE is a website containing all sorts of information culled 
from CGR and exclusive to the site itself. You'll find strategy tips, previews of 
coming products, reviews of what’s out there, feature stories and more. In short, 
it's a lot of what you will find in the pages of CGR, plus a lot more. In fact, NUKE 
will also contain a site for video games, movies and television. It’s sort of one- 
stop shopping for all of your entertainment needs. Some of it will be updated 
monthly, other parts bi-weekly and weekly, and if everything goes the way we 
plan, there will be updates of news from around the computer gaming industry 
on a daily basis. 

But if it's just CGR, why should you spend time there, since you're getting the 
same info here? Well, there will be material that will be exclusive to NUKE. For 
instance, NUKE will contain exclusive interviews that will not appear in the pages 
of CGR of people in and around the computer gaming industry. It will contain 
reviews of the games you see in CGR, but will have more expanded commen- 
tary from the reviewers. In short, it's a lot of CGR, but different. There will be 
more pictures of the latest games, demos you can download to try out the soft- 
ware before you buy. And it all starts on June 1, 1995. 

| do consider myself something of a technophobe. The information super-high- 
way can be quite daunting at times, especially if you aren’t sure of your off-ramp. 
That's one of the reasons for NUKE. NUKE is designed to be the only place you 
need to go to get information about the latest in entertainment, whatever sort of 
entertainment you are talking about. Unlike most of the Internet, NUKE is icon- 
driven, meaning that if you can navigate around Windows, you can find what you 
want on NUKE. It’s designed to make that transition of getting on the highway 
easier. For those of you who already use the Internet, NUKE won't look like any- 
thing you're used to. Change is good. 

As | said, | am sort of a technophobe, but NUKE is something |’m really excit- 
ed about. The ability for us to provide you with up-to-the-minute news and opin- 
ions is the sort of thing that makes a journalist drool. Just the idea of being able 
to tell you what's going on right now rather than having to wait a month or so for 
you to get the magazine is exciting. 

It's equally exciting to be a part of something this revolutionary. | think that after 
NUKE debuts you might see a lot of changes on some other sites. NUKE will be 
eyecatching enough that it will turn some heads, | guarantee. 

What does NUKE stand for? Nothing. It just sounds cool, although it will be 
something of a bombshell for the Internet. See you all in thirty days, both in print 
and electronically. 


It’s sort of one- 
Stop shopping 
for all your 
entertainment 
needs. 


COMPUTER 
GAME 
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- Steve Honeywell 
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GOT A PROBLEM? 
CGR RANKS THE LEADERS 
IN TECHNICAL SUPPORT! 


...some of 
the compa- 
nies you 
ranked at 
the low end, 
like 
MicroProse, 
maintain 
their own 
bulletin 
boards. 


COMPUTER 
GAME 
REVIEW 


Technical 
Errors... 


irst let me start by 
saying | enjoy your 
magazine very 
much. Your maga- 
zine’s “call ‘em like 
we see ‘em’ attitude to products is a 
service to computer gamers. | also 
especially appreciate focusing on 
products that are available now 
rather than hyping products not yet 
in stores. 

In your recent issue, | read with 
interest your technical support 
report card. | was surprised to see 
SO many large companies fail to 
pass muster. In your report, | 
believe there was a glaring omis- 
sion. Many companies are on the 
major on-line services like AOL, 
Prodigy and CompuServe. This is 
perhaps the most effective way to 
have a problem solved if time is not 
of the essence. Also, some of the 
companies which you ranked at the 
low end, like MicroProse, maintain 
their own bulletin boards. With more 
and more computer users out there, 
and technical support wait times 
more of an issue, | find e-mails a 
great “back door’ to get a problem 
solved. | think you should have 
mentioned that facet of tech support 
in your article. 

Thank you for your time. Keep up 
the good work. 


Mark Weaver 
Chicago, IL 


True, many companies maintain a 
strong presence on various on-line 


Do the high system requirements of Wing Commander lll keep 


services. And true, we didn’t include 
that in the tech support article. On- 
line help is generally a great way to 
go with any tech support problem 
when, as you Say, time is not of the 
essence. 

However, that article was in refer- 
ence specifically to phone-based 
customer and technical support. 
Rest assured, while the article is 
done for now, checking up on cus- 
tomer service is something we will 
be doing every so often, and we 
wont announce it before we do it 
(why let the tech support staff know 
they're getting spot checked?). 
Also, the topic of on-line support will 
more than likely be the basis of a 
future feature in the months ahead. 


Tech Help... 


| enjoyed your article on technical 
support in the April issue. However, 
unlike yourselves | have not been 
as fortunate with id Software. 

| assume that one of the games 
from id you attempted to crash was 
Doom II. | have not been able to get 
the game to work with the following 
configuration: |have a  Sound- 
Blaster 16 with a Roland SC 15GS 
daughter card attached. | am using 
a ThrustMaster 4-button joystick. | 
have a Pentium 90 with 16 MB RAM 
and a 730 MB hard drive. While the 
game will work with either card for 
both music and speech, it continual- 
ly crashes when trying to use the 
midi board for music and the SB16 
card for speech. | have tried every 
combination of IRQ ports and DMA 
channels possible with no success. 
| either get a transfer stack overflow 


away gamers without high-end systems? 


error (2002) or the game functions 
until | press joystick button 2, 3 or 4, 
and then it completely locks up. 
| have talked to tech support at id, 
and after trying to fix the problem, 
they suggested that since it works 
just using one of the cards for both 
music and speech, that is what | 
should do. This is not the answer | 
wanted to hear after investing the 
money in a top of the line music 
card. Can you please try this config- 
uration on your machine and let me 
know if you have any better results? 
Thank you very much. 
Carl Cartwright 
Carson, CA 


For the purposes of the tech sup- 
port article, we tried to get Doom, 
Doom II and Heretic to crash. While 
we feel confident that we could well 
have created a problem that would 
have caused one or more of these 
games to lock. For the purposes of 
the article, we created an autoex- 
ec.bat and config.sys that would 
give us little or no memory to run 
software. The rationale behind this 
was that we wanted a “standard” 
problem for tech support to deal 
with. Having one company jump 
through hoops to fix a crash while 
offering another an easily solved 
problem wouldn’t have seemed a 
fair test of either company’s sup- 
port. As it turned out, none of id’s 
software crashed. 

We will be investigating this par- 
ticular crash and will try to get you a 
solution in the near future. Also, it 
helps us tremendously in situations 
like this if you include your phone 
number. That way, when we discov- 
er a solution, we can let you know 
right away. 


Upgrades... 


| am writing to address a new 
problem in the world of computers | 
have begun to notice. This problem 
is unique because at first it does not 
appear malevolent. Rather it is per- 
ceived as something good. What is 
this problem? It is progress. 

What | mean by this is simple. The 
computer industry is progressing so 
fast that we, the consumer, do not 
have adequate means to catch up 


with it. An excellent example of this 
is Origins hot new game, Wing 
Commander Ill. After enjoying both 
X-Wing and TIE Fighter (and read- 
ing your glowing reviews) | decided 
to buy it. But one thing kept me from 
handing over the cash: Wing 
Commander Ill’s high standards. 

| have a 486 with eight megs of 
RAM and | like to believe that this is 
a fairly good machine. But, more 
and more games are coming out 
that take advantage of the “wonder- 
ful new Pentium.” So what does that 
mean for people like me? Upgrade 


not just the rich few who can buy the 
best machines. 

Scott Esposito 

Arcadia, CA 


First of all, | offer my sincerest 
hope that your father doesn’t read 
this letters column on a monthly 
basis. He did, after all, buy a 486. 

On the other hand, | won't tell you 
to rush out and upgrade or to play 
on low detail. | don’t like playing on 
low-detail either. 

The fact is that the majority of 
games on the market run perfectly 
well on a 486. We do most of our 
game testing on a 486, and any- 


| don’t want to play some grainy, 


chunky game just because | have 


or else you're screwed. But I’ve only 
owned this computer for about a 
year. Does this mean every year | 
have to shell out some money just 
to keep up? | hope not. 

| know you guys are going to tell 
me “don't worry, just put the detail 
on low.” but | don’t want to hear that. 
If I'm going to pay $50 for a product, 
| want the whole deal. | don’t want to 
play some grainy, chunky game just 
because | have to keep the detail on 
low in order not to have it crash. It’s 
enough to make me take out my 
SNES. 

Next you might say “then upgrade 
already.” Well, | am 16 and do not 
have access to huge sums of 
money. Mainly, my parents pay for 
computer upgrades (they use it as 
often as | do). But me dad (winner of 
Mr. Tightwad USA from 1990-1994) 
won't pay for it. So, | guess I'll have 
to wait to play WCIIl. 

But, when | finally have a P5 (or 
P6 from what Intel has been saying 
lately) there will be WCIV which will 
only be playable on the Cray super- 
computers at the Pentagon. So will 
continue my torture forever. 

Fortunately, there are companies 
like MicroProse out there. They pro- 
duce great games (Civilization, 
Colonization, X-Com) that run on 
just about anything. 

So, in closing, those game pro- 
ducers should wake up and realize 
that they should make games with 
us, the average consumer, in mind, 


to keep the detail on low... 


thing that we run on our Pentium 
gets run on a 486 to compare it. 

But beyond that, you’re right. The 
average gamer doesn’t have a 
Pentium. There are still a lot of peo- 
ple out there with 386's. Requiring a 
higher level machine for a product is 
cutting off a major part of the poten- 
tial market. Just in terms of dollars, 
that really limits the number of units 
that will sell. 

But there will always be compa- 
nies like Origin that push the enve- 
lope. There isn’t anything wrong 
with that. If Origin wasn’t doing It, 
someone else would. Computer 
game designers are like people who 
climb a mountain “just ‘cause it’s 
there.” 

You also have a situation where 
the perception of the gaming indus- 
try is that the market (you) want 
graphics, sound, etc. that can only 
be accomplished on a_ high-end 
machine. If that isn’t the case, send- 
ing us a letter is a good step. You 
might want to consider contacting 
someone at Origin and other com- 
panies and telling them how you 
feel. You should also contact 
MicroProse and thank them for con- 
tinuing to support you as a game 
player. 


Upgrades Part 2... 


First of all, | know everyone is get- 
ting sick of the numbered letters and 
are trying new formats. So, just to 
be different, I’m going to stick to the 
numbered stuff. With that out of the 
way, I’m ready to begin my letter. 


Vv om, story on technical 
nd customer service 
mproving service to the 
is ee a a ‘When we 


1 three m ont hs s ago. anes March 20th, we vodendss our Cus- 
rvice hours from 9 a.m. to 5 p.m. EST Monday through 
9 am. to 9 p.m. EST Monday through Friday. In addition, 
customer service representatives have been hired and sup- 
| phone lines will soon be added. This should alleviate some 


of the pressure that consumers experience when trying to connect 


stomer service representative. 

stomer service telephone number is (410) 771-1151. People 
outside of Maryland pay for a long-distance call; however, 

oProse does not charge for the technical support. 
yould personally like to invite you or any Computer Game Review 
‘ative, to visit our company and see first-hand our customer 
ment in operation. This may be an announced or unan- 
the choice is yours. 
ee 2 Paula Rebich 
Public Relations Manager 
a MicroProse Entertainment Software 


: to: see sihete our sesarticle is making an impact, itis much | 
ea hat effort i is being made to improve a critical area of 
$ operation. Our survey was not meant to pinpoint the 


: problems ve one company, but to show that technical support, from 
e the point of view of the consumer who uses it, is lacking virtually 
Be ene. 


The CGR Review 
Breakdown 


All numerical scores are 
based ona 1-100 scale, with 
scores in above 90 indicat- 
ing a superior effort. 

_ The numbers along the 
side of each review indicate 
how each reviewer feels the 
game rates in each of the 
five different areas. While 
each of these factors is 
important in determining the 
reviewer's final score for the 
game, they are in no way 
intended to necessarily 
average out to that review- 
er’s overall score. The aver- 
age score for each game is 
the average of the three 
overall scores for each 
reviewer. 

~ Games that average 90 or 
above receive the CGR 
Golden Triad award. A 
game that averages 95 or 
above receives the Platinum 
Triad. 

PC games are reviewed 
on Myoda 386 and 486 PCs 
and a Falcon Northwest 
Pentium using a variety of 
sound cards and controllers. 
Macintosh games __ are 
played on a Quadra 800. 
CD-ROM titles are played | 
with double and quadruple- 
speeddrives. 


COMPUTER 
GAME 
REVIEW 


1) First, the reason I’m writing is 
mainly because something hap- 
pened to my copy of America Online 
(How is yet uncertain; | have not 
ruled out international espionage or 
extraterrestrial activities). Still, what- 
ever the cause, your magazine is 
the only link | have to other people 
in the country, so | hope you get a 
lot of mail in response to this letter. 
(By the way, I’m a single white male, 
14, 5'8" and very good-looking with 
a bad Narcissistic complex.) 

2) Second, | own a 386 DX 33, with 
4 MB RAM and a 2x CD-ROM drive. 
Flipping through your mag, | find 
almost zero games that will run on 
the clunky coffee grinder | so enjoy 
calling my computer. I’m not saying 
it's your fault, I’m just gasping for 
air. (Translation: Aaaaaaaaaaaaaa- 


What can | do? [that's exactly how 
we got it, down to the letter. -ed)) | 
know my options—1. Upgrade. 2. 
Be content with what you have. 3. 
Forsake technology altogether and 
become a hermit—but none of them 
(save #3) are very attractive or rea- 
sonable right now. Could you give 
me some advice? 

3) Third, how do you get a job at 
CGR? 

4) Fou—(wait, you know which one 
this is}—l commend you on your 
excellent speech countering the 
counter-speech of David B. smash- 
ing Terry (isn’t this starting to sound 
like a Soap opera?) about Clinton in 
the March, ‘95 issue. Don’t call me a 
liberal, I’m a moderate, but | totally 
agree with you. Our presidents 
aren't just chief executives or the 
target of our political anger, they're 
a symbol of our country, deserving 
as much respect as our flag or our 
anthem. | don’t agree with every- 
thing he’s done, but he got elected, 
and that technically means he’s the 
best man for the job. You can blame 
the Electoral College to death, but | 
think we should stop being self-cen- 
tered “The Government’s Not Doing 
What's Best For Me’s” and start 
being patriotic supporters of our 
country and it’s leaders. 

0)! saw on one of the strategy 
guides (1830, | think [| love {paren- 
theses}].) an advertisement for your 
magazine, and if | squint, | can see 
that you previewed Falcon 4.0. 


"Helath Storembinder 
Dark est 


Assazsin 


recent memory. 

Unfortunately, that was on an issue 
before | began the subscription (it 
was either Hell or Doom vs. Dark 
Forces vs. Rise of the Triad vs 
Winnie the Pooh). Anyway, |’m 
dying to get the next Falcon 
because my doctor started me on it 
to break the Prozac habit and |’m 
addicted (deep breath). Well, to get 
right down to the point, did you like 
what you saw? Should | get it? And, 
WHERE can | get it? If you don’t 
answer, I'll write to Spectrum 


HoloByte, where my answer won't 
exactly be as unbiased as yours. 

Jeremy Daw 

Tyler, TX 


Since you started “First of all,” and 
proceeded to “First,” should that 
‘First’ really be “Second?” Did that 
make sense, and if so, can you 
please explain it to me? Anywho... 
1) CGR does not have plans to run 
a section for personal ads. Sorry, 
youre on your own getting a date 
for Saturday night, no matter what 
complex you might have. 

2) Those are your options. | highly 
recommend #3. (That's a joke. | 
[also have {a fondness (for paren- 
theses)}].) Seriously, upgrading 
from a 386 is a good idea. | think the 
486 will still be a viable game sys- 
tem for some time to come, but the 
386 is fading fast and won't last too 
much longer. 

3) Well, since virtually all of CGR is 
done in our offices, living in the 


Bethesda Softworks’ Arena remains one of the better RPGs of 


Chicago area helps a lot. 
Narcissism is optional (we did, after 
all, hire, well, all of us). 

4) Yup, except for the “best man for 
the job” bit. Americans have had a 
record of hiring the wrong man for 
the job of President. In fact, the list 
is too long to go into here. 

5) Falcon 4.0 is not available yet. 
Spectrum HoloByte is currently 
working on it, and it should be out 
by Christmas this year. Regarding a 
recommendation, well, as a Falcon 


fan, you'll certainly want to take a 
look when it gets closer to release. 
However, with a 386, | don’t know 
how much luck you'd have running 
it. AS Kevin says, you might have to 
turn down some details, like the 
plane, flight, etc. 


Upgrades Part 3... 


I'm writing to ask a critical ques- 
tion that troubles every game player 
(except those lucky PowerMac or 
Pentium owners). How long do we 
have until the majority of games 
released require the “Next 
Generation” of computers? Already, 
we can see the terrifying beginning 
of the end of the line with games like 
Wing Commander III and Marathon. 
Sure, it might be pointed out that 
these games run on 486DX4s and 
040s, but in doing so you lose much 
texture and speed. Also, once 
you've played them on a “Next 
Generation” machine, you're 
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about spending loads of 
money on something that 
you can only hope 
wont be obsolete 


before you pay 
off the loan, it’s 
scary. 
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Dark Forces: Solid game play paired with equally solid customer 


spoiled. Should we panic and ones have bombed. Can you UNDER. 4A 
Kevin: Amazingly, Kevin scream, with all new games requir- tell us readers what you (a Y , 


seems to have overcome his ing huge processor abilities, or guys thing? -/ : 
withdrawal symptoms from should we snicker when our friends Patrick Cody 
Terror from the Deep. He's show us a new machine that won't —_ Pacific Palisades, 


been playing a lot of differ- have any games released for a year CA 
ent things this month and or two? 


has been trying to stay away Now for some completely unrelat- When you 
from his TFTD saved ed questions. First, where has are talk- 


games. Sierra been for the past two years? in g 

They had released some excellent ACCESS 
Ted: Ted has inherited games before, but it seems that Brings You 
Kevin's X-Com addiction, recently they have lost their minds. 


playing Terror from the Secondly, | love your new hint the Greatest 
Deep before work, and guides and Game Over. Finally, | 
going home to play the orig- Virtual Wor Id 


have heard that development of 


inal. Somewhere in all of RPG games is dead, strategy Interactive Movie! 


that, he still maintains a life. and wargames are in their 


At least he did at last check. gickbads, ao what fe This category-creating 
: a going to take over? Interactive Movie from 
asos: LOMING all Ine way Maybe it is the new : 
fein aden. an taking inh sarees ACCESS Software goes light 
classes for his Masters} oriented years beyond any other product == ; 
Sane A salen see games, but labeled “interactive.” Under a Killing Moon takes you to 
 issually fod ot one ot ec . ° the streets of post World War III San F rancisco and casts you 
the PCs playing more than into the role of Tex Murphy, Private Investigator, who first 
oe ae OF SOE appeared in Mean Streets, and Martian Memorandum. Under a 
Discworld has also been on ‘Bia rt ; Y 
bie vhind guthode ask eauen Killing Moon is a Virtual World full of people and places so richly 
al weeks. - detailed you'll feel like you’re actually there. 
——— 4910 W. Amelia Earhart Dr. 
—— ACCESS Salt Lake City, UT84116 ‘Format: 4 CD’s 


SSS sorrware incorporaten 1-800-800-4880 for MS-DOS 
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Now Available! Now Available! Now Available! Now Available! Now Available! 


you an answer. Intel has 
announced that the P6 
will be available by the 
end of this year and 
that work is 


grand majority of gamers don't have 
Pentiums, and | think the grand 
majority of designers realize this. It 
should be some time, a couple of 
years probably, before there is a 
already start- tremendous rash of Pentium-only 
ing on the games on the market. 
PY, Regarding Sierra, they've moved 
But, — to Washington. And regarding los- 
ing their minds, | think most people 
who've played TIM2, FPS Football 
‘95 or FPS Baseball would tell you 
that Sierra is doing fine. 
Your last question is more seri- 
ous. While there has been a 
dearth of good RPGs of late, 
the RPG market is not 
going away for good, 
nor are the strategy 
or wargame mar- 
kets _ fading. 
There may be 
a prepon- 
derance 
Oo fF 


What Reviewers 
are Saying: 


“Lots of games claim to be pushing 
the envelope—Under a Killing Moon 
blows it to smithereens!” 

—William Trotter, PC Entertainment 


“Under a Killing Moon...the most elaborate fun. 


graphic adventure to date. A ground- 
breaking CD adventure!” 


—Joyce Worley, Electronic Games 


Descent is now available at 
stores everywhere. 

Doom clones and_ interactive 
movies, but these markets have 
dedicated fans that aren't ready to 
throw in the towel. We'll be seeing 
military, strategy and RPGs for a 
good long time. 


Tech Support Kudos... 


First of all, great mag. | know you 
guys have saved me some bucks 
over the years. Anyway: 
|) Let me tell you about my experi- 
ence with customer service. | just 
purchased Dark Forces (a must 
have), and was stuck at a certain 
level. So | decided to call the 
LucasArts hint line. When | reached 
the customer rep, she knew what | 

was talking about and pointed me 
in the right direction. | went 
home that evening and tried 
her hints and they worked! 
| went on to the next 
level and continued 
to have gaming 
Kudos to 
LucasArts. 
ll) | like the 
Supple- 


“Under a Killing Moon combines the best elements 
of movies and computer games and creates an amazing 
interactive experience that’s better than either of them. 
It literally pulls you into the screen.” 
—Denny Atkin, Entertainment Editor, Compute 
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ments, but the last one that 
intrigued me was Descent. 
However, | haven't seen it any- 
where yet. Is the full version out 
yet? 
Ill) Thanks for the hints with 
Heretic. Even though the share- 
ware version had a documenta- 
tion file, | couldn't get my printer 
to print it. 
IV) 'm going back a bit, but in 
NHL Hockey ‘95 the trick is to 
play with a stronger team 
(according to last season). While 
the Blackhawks are a favorite, 
they don’t fare well. If you pick a 
team that went further in last 
year’s play-offs, you'll do fine. 
V) Some favorite MST 3000 
episodes: Catalina Caper, 
Manos and the Phantom Creeps 
series. 

Tony Pilasiewicz 

Chicago, IL 


!) Consider the kudos awarded. 
I!) The full version of Descent is 
out and worth every penny. 
Ill) Yer welcome. 
IV) Well, yeah. Play as the 
Rangers and you've got a great 
shot at going all the way. The 
challenge in NHL Hockey ‘95 is 
to take a team like the Senators, 
or my own personal favorite as 
far as goofy team names, the 
Hartford Whalers, far into the 
playoffs. Now that’s a real chal- 
lenge. 
V) Favorites around the office 
include The Day the Earth Froze, 
Women of the Prehistoric Planet, 
Rocket Attack USA, Hercules 
and the Captive Women and 
Ring of Terror, not to mention the 
classic shorts of Mr. B Natural, 
Circus on Ice, Johnny at the 
Fair, Junior Rodeo 
Daredevils, Why 
Study Industrial 
Arts and many 
many more. 
See you all 
in 30 
days. 
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Meet the Chaos Engine—a side of merry olde 
England you’d rather not know. But forget about tea 
and crumpets and all that jolly rotten stuff. ‘Cause 
this arcade-action style CD-ROM game transforms 
your PC into a gruesome battlefield of psychotic 


monsters and ruthless warriors. We're talking 


armor-plated, razor-toothed killing machines here. 


ee nee 


The Bitmap Brothers | 
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So pick one of six mercenary buddies, stock up on 
twenty-five deadly weapons and explore four 
fiendish worlds with 16 levels. But keep an eye 
peeled for mincemeat-making traps, life-saving 
power-ups and assorted keys. It’s Britain’s award- 
winning designers, the Bitmap Brothers, at their 
bloody best. God save the Queen? God save your ass. - 00750 @. 88130 
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WarnerActive™ Bat 
FOR, PC AND PC CD-ROM. 
CALL i-800-MY-DEALER FOR IGE NEAREST DEALEE 


©1995 WARNER MUSIC GROUP, WARNERACTIVE” CHAOS ENGINE 
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The King’s Quest 
series available in 
print form soon... 


“PERFECT CRIME" 


Will Eisner makes his 
entry on computer 
platforms... 


Maxis couldn’t come 
up with another Sim- 
product... 
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Just when you thought 


(ames {01 
Win ‘95s 
Whether 
You Like It 
or Not 


Microsoft: 
Windows 9 


ome audiences are a tougher 
sell than others when you’re 
demoing a product. Selling 
Windows 95 as the new game 
platform to a hall full of experienced 
game developers must rank among the 
toughest sells in the history of entertain- 
ment software marketing. 


But despite the notable absence of PR overkill, a small team of Microsoft 
developers tried to do just that at the recent Computer Game Developers’ 
Conference (see sidebar). After hosting a series of seminars during the 
CGDC, Microsoft shut down the nearby Paramount's Great America Theme 
Park for an evening revel (the “Ground Zero” party). The big announcement, 
of course, was the release of the Windows ‘95 Software Developers’ Kit, 
available free at their day-long seminar which took place the following day. 

This presentation was composed of the same demos that many had seen 
during the previous days’ activities; but many conferencees had not seen 
them, or had not paid much attention. But here was the focussed power of 
Windows ‘95. The demos included Accolade’s Bubsy, a high resolution side- 
scroller that flew by at more than 70 frames per second at full screen size; a 


special kludge of Wing Commander 
IIl’s intense space engine, running 
as fast or faster than the DOS ver- 
sion; a full-screen racing simulator 
from Mindscape at incredible 
speeds; Doom II, over a LAN, run- 
ning ir a window and at full screen 
size with nary a drop in performance 
from tne DOS benchmark; and a 
Microsoft-produced demo network 
game called Mortal Klowns, a high 
resolution multiplayer arcade game 
featuring full-screen scrolling and 
action at 36 or so frames per sec- 
ond. 

These demonstrations were met 
with appropriate applause and 
cheers from the audience, but that 
same audience responded with 
emotional catcalls and hoots when 
a demo of Viacom’s Club Dead 
crashed repeatedly. AS was men- 
tioned, it was a tough audience. 


Especially gratifying to game play- 
ers is Windows ‘95’s reduction of 
device drivers to a very thin layer in 
the architecture—and these drivers 
will by and large be provided by 
Microsoft themselves, ending the 
“driver dance” that frustrated so 
many third-party sound and video 
card owners and manufacturers. All 
in all, if Microsoft's promises are 
correct, Windows ‘95 will be a much 
better platform than DOS ever was. 

But a rosy scenario is to be 
expected. After all, while much of 
this doesn’t come from Microsoft's 
PR department, it is coming from 
Microsoft nonetheless. Skepticism 
abounds among some game devel- 
opers, many of whom feel that the 
scenario is just a little too rosy. 
While no one would go on record on 
the topic, others accused the 
Microsoft representatives of outright 


Skepticism abounds among some game 


developers, many of whom feel that the - 


scenario is just a little too rosy. 


Opinions regarding Windows ‘95 
run the gamut from outrage to 
enthusiasm. Certainly, the promises 
Microsoft is making sound wonder- 
ful. Windows ‘95 game software will 
reportedly have access to features 
like Autoplay (CD games that install 
and boot automatically, with no user 
action required) and Plug and Play 
(various hardware configurations 
determined automatically and intelli- 
gently oy Windows, with no need for 
the user to change autoexec.bat 
and config.sys, among others). 

That’s from the consumer side. On 
the developer side, Microsoft is 
making further promises, many of 
which are too technical for this 
space, but which amount to better, 
faster, easier game production for 
Windows ‘95. For example, devel- 
opers will be able to write directly to 
video nardware (impossible under 
Windows 3.1), resulting in faster 
graphics capability. Windows ‘95 is 
also a true 32-bit system, featuring 
multi-tnreading and other code 
improvements. Network support is 
integral to the design, including the 
much-vaunted TCP/IP support and 
direct access to the Internet. 


lies. Gentler but more numerous are 
those doubters who say that the 
described architecture is not fully 
complete and doesn’t work to the 
supposed specifications. 

Still, what concrete evidence we 
have is strong indeed. Several com- 
panies are working closely with 
Microsoft to create workable 
Windows ‘95 games as soon as 
possible. And it’s no secret that 
Microsoft has been seeking to 
expand its minimal share in the 
home entertainment market, both 
through mergers and acquisitions. 
The real question seems to be not 
what can Microsoft deliver, but 
when will it be delivered. Will the 
hush-hush release date of Windows 
‘95 (late August) be met, and if so 
can games be prepared in time for 
the lucrative Christmas market, or at 
least soon enough to propel the new 
consumer towards Windows ‘95? 

Underlying all these questions, of 
course, is a strong sense of the futil- 
ity of debate. Like it or not, Windows 
‘95 is coming, and it will change the 
face of PC gaming forever. We can 
only hope it will be a good change. 


Kevin Perry 
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- entertainment software industry. Row upon row of kiosks and 
3, monitors and press releases, crowd huge halls; it's a PR and 
1g extravaganza. The upcoming E* show in Los Angeles will 
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2 ES shows for our industry (in which the entertain- 
on ra a doe saa But these shows, nec- 
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What’s Wrong 


with this Picture? 

General Media International (GMI) 
has announced the creation of a 
new technology think tank that will 
be called “Think General Media.” 
James Ehrlich, the President of GMI 
has been named to head the new 
concern. 

GMlis the parent company of 
OMNI magazine as well as Pent- 
house. The announcement con- 
cerning TGM comes directly on the 
heels of Penthouse’s entry on the 
Internet and the transition of OMNI 
magazine from a monthly print mag- 
azine to a monthly electronic maga- 
zine with quarterly print editions. 

Ehrlich is the developer and inven- 
tor of the “Virtual Photoshoot” adult 
CD-ROM titles created by Pent- 
house. Ehrlich was quoted as say- 
ing “The company (GMI) has an 
enthusiastic approach to adopting 
new and emerging electronic deliv- 
ery technologies.” 

One wonders with all of the virtual 
photoshoots and all of the Pets from 
Penthouse in the area, how much 
and what kind of thinking will be get- 
ting done by TGM. 


Interplay recently announced the 
creation of a new software division. 
Called VR Sports, this new part of 
Interplay will be involved with the 
creation of sports software for both 
computer and console gaming sys- 
tems. The first products will ship this 
fall for the Sega Saturn and Sony 


Berkeley Says “You 


Don’t Know Jack!” 


Long noted as a developer of 
screen saver products for the PC 
and Macintosh, particularly the After 
Dark series of products, Berkeley 
Systems has announced its intent to 
enter the gaming market. 

Among the titles slated for release 
is a trivia-style quiz show game 
called You Don't Know Jack. The 
game will feature multimedia pre- 
sentations and considerable audio 
designed to make the product feel 
like a quiz show. You can expect 
that YDKJ will be substantially dif- 
ferent from most games of this sort, 
as question categories will include 
items like “Sexually Repressed 
Commonwealth Cul-tures” and “The 
Sociological Implications of Scooby- 
Doo.” 


Reading Along eeeeeee 
One of the latest trends is the 
development of books based on 
top-selling computer games. Much 
like Origin’s excellent series of sto- 
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ries based on the Wing Commander 
Games and Legend Entertainment's 
deal with Random House/Del Rey 
to create both books based on 
games and vice versa, Sierra On- 
Line has licensed the Kings’ Quest 
name for a novel series. 

The first book in the series, The 
Floating Castle, is due out from 
Boulevard in the immediate future. 
King’s Quest is currently the best- 
selling series of computer games in 
the history of the genre. 


Acclaimed By Peers 
At the recent Computer Game 

Developers’ Conference (April 22- 

25), attendees were encouraged to 

cast a vote for recent products that 

they felt deserved a_ special 

“Spotlight.” In addition to running 

demonstrations of these games for 

attendees, the CGDC Directors pre- 

sented the Spotlight Awards follow- 

ing a banquet. They were: 

¢ Road Rash (3DO), by Electronic 

Arts 

¢ X-Com: UFO Defense, by 

MicroProse Software 

¢ Wing Commander III: Heart of the 

Tiger, by Origin Systems 

¢ Magic Carpet, by Bullfrog 

Productions 

¢ Relentless, by Electronic Arts 

¢ TIE Fighter, by LucasArts 

¢ FIFA Soccer (3DO), by EA Sports 

¢ Master of Magic, by MicroProse 

Software 

¢ Under a Killing Moon, by Access 

Software 


CRAIG MILLS 


you need to punch 
Jabba’s Kell Dragon to 
kill it in Derk Foress. 


¢ Descent, by Interplay Productions 


PlayStation. 
President and CEO of Interplay, 


COMPUTER 
GAME 
REVIEW 


Brian Fargo, is hoping to expand on 
the burgeoning market of sports 
simulations and action games. “Our 
team is on the cutting edge of new 
technology and Interplay has 
assembled the best talent in order 
to fit right in with our corporate 
theme, ‘for gamers, by gamers’,” 
commented Fargo. 

Set to head the software develop- 
ment of this new division is Matt 
Findley, who worked on 
Blackthorne and The Lord of the 
Rings for Interplay in the past. Also 
joining the team is Curtis Broome, 
formerly of Sun Microsystems and 
Sega Sports. 


QOPS...WE GOOFED 


In last issue’s review of Virtua 
Chess by Titus Software, we 
goofed. The game was listed as 
being distributed by Interplay. This 
is not correct. Titus is, in fact, the 
distributor of Virtua Chess (appar- 
ently we got Virtua Chess mixed up 
with Interplay’s Virtual Pool). We 
regretfully apologize to both com- 
panies for the error. We did not 
mean to disparage Titus, Interplay 
or Titus’ fine Virtua Chess product. 

In a somewhat related note, the 
Titus game detailed in the news 


section, Metal Combat, has under- 
gone a name change. The game 
will now ship under the name F. 
TANK. Look for this product to 
come to stores in the near future. 


be 


called F. TANK. 


NBN 


FLIGHT COMMANDER 2 
MISSION BUILDER oe 
The FC2 MISSION BUILDER isa 
_ new Expansion Program for the 
award-winning thinking man’s flight 
_ simulator, FLIGHT COMMANDER 2 
8 forPC and Macintosh! 
__ Now you can create your own . 
original and historical ca ipaig as and» 
= neues for FC2! Each or sd Builder 
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ON LAND... 


eh OPERATION CRUSADER | ee 

* This leading edge war strategy game eee 

» simulates WWII desert battles between 
- the _ — and the cheats is p 
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a most-detaled and realistic computer ee 
0g, =: wargame ever made! 
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wie STALINGRAD a are >» NOW AVAILABLE 
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: for PC * MAC! 
FIFTH FLEET SCENARIO} MODULE : 
STH FLEET is peasy for sea again! Soon to be released are 15 


try to Foes throu an enemy p blockade by submarine s so that a 1 team of commandos can n-arry out a vel ae 
mission on the enemy coastline. | 2 
If you enjoyed 5TH FLEET, you won’t want . 
to miss these fresh and exciting new scenarios. . rege 
Available on 3.5" disk for PC. — | 
Ownership of 5TH FLEET is required to use the Scenario Module. 


1) pivision oF MONARCH amp ‘one | ‘ 
| 4517 Harford Rood + Baltimore, MD 21214 . 


Available at leading computer game stores, including: aatbages: Best Buy, CompUSA, Computer City, 
Egghead, Electronics Boutique, Fry's, Micro Center, Software Etc, Walden’s Software, and — ae 
Independent Retailers worldwide, or call 1-800-999-5222. . Ask for Soe t. - oe 
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The Spirit of the Age... 


Byron Preiss Multimedia will soon 
be offering 52 episodes of Will 
Eisner’s innovative cartoon series 
The Spirit on CD-ROM. The compi- 
lation of Eisner’s work will contain 
the complete run of the comic for 
the year 1947, one episode for each 
week. The disc will be distributed 
through Time Warner Interactive. 

In addition to the comics, Will 
Eisners The Spirit CD-ROM 


includes and extensive interview 
with The Spirit’s creator, Will Eisner. 
Eisner is widely regarded as one of 
the most influential voices in comic- 
dom. In fact, the major comic indus- 
try award is named after him. 

The collection is simple, contain- 
ing simply the 52 episodes of The 
Spirit and the interview with Eisner. 
The interface is simple: Select the 
issue of The Spirit desired and click 


“PERFECT CRIME" 
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on it. After a short wait, the first 
page appears. The user can scroll 
back and forth between the pages 
and can zoom in and out to get a 
better look at the pictures and text. 
A number of the episodes feature a 
clip of the interview with Eisner that 
can be accessed from the first page 
of a given issue. 

The digitized pictures of Eisner’s 
work comes across very well in this 
collection. While there are only two 
distances from the page (a fit in win- 
dow size and a close up), the text is 
easily readable. 

Byron Preiss, CEO of Byron 
Preiss Multimedia commented “Will 
Eisner is the father of modern 
graphic storytelling.” This compila- 
tion offers comic readers the oppor- 
tunity to see first hand the source for 
many of the conventions in comics 
today. This is how comic books on 
CD-ROM should be done—give us 


The number of video 
sequences in Sony’s 
upcoming release of 
Johnny Mnemonic. 


the comic book and eliminate the 
needless fluff. 
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Recently, a friend of Ted’s gave 
him mugs with the patterns shown 
on the box to the right. We didn’t 
ask him where they came from, 
who gave them to him, or why he 
got them. 

At first glance, they don’t look that 
bad. Maybe a little overly cutesy for 
a male coffee drinker, but on the 
whole, they would appear pretty 
normal. 

But, look a little closer. Note the 
weird clothing, the glassy eyes, the 


vacuous beeen on the bears. 

It becomes obvious what happened 
here. These two, poor, innocent 
bears were obviously captured by 
deranged hunters, drugged heavily 


with pioeae shove an bir ae the 


century-style clothing and then 
drawn. Is there no end to the evil? 
As our own Colonel Kurtz said, 
“The horror, the horror.” 


Three-Sixty Does a 180 

Frank M. Hale, Jr., the producer of 
the Harpoon Il line, wants it known 
that Three-Sixty isn’t dead. The 
company, which was purchased by 
Intracorp, parent company of 
Capstone Software, during Three- 
Sixty’s bankruptcy proceedings last 
year is planning on heavily support- 
ing Harpoon II for the PC, Windows 
and Macintosh into the near future. 
Additionally, Three-Sixty has signed 
a license to create a game based on 
the Hammer's Slammers series of 
novels by David Drake. 

In addition to Hammer's 
Slammers, Three-Sixty will soon be 
releasing the Macintosh version of 
Harpoon Il. The scenario editor of 
the game should be out for the PC 
in June, and the company will be 
releasing battlesets throughout the 
year. Also in June is the scheduled 
multimedia release of Harpoon ll 
which will include two battlesets and 
the scenario editor. The next major 
breakthrough, according to Hale, is 
the possibility of multi-player 
Harpoon. 

Intracorp, says Hale, has taken a 
very positive and proactive stance 
in bringing Three-Sixty back to the 
forefront of wargaming. Hale com- 
mented that the sale of Three-Sixty 
to Intracorp has given the company 
much more stability as well as a fully 
developed marketing and upper 
management structure. This new 
structure has allowed Three-Sixty to 
increase its staff of programmers 
and researchers. “Things are more 
vibrant here [than before],” said 
Hale. 

The continued support of Harpoon 
Il does not mean that Three-Sixty 


Look for support for the 
Harpoon line to continue. 


will be a “one-trick pony,” said Hale. 
Besides the Hammer's Slammers 
product, the company is considering 
a new V for Victory series, a sequel 
to High Command and is talking 
about a new line of simulation prod- 
ucts generated from the ground up. 

While no products have yet been 
released from the newly resurgent 
Three-Sixty, it appears that the 
companies troubles may finally be 
over, 


Holistic Design’s 
Merchant Prince 
Updated 


The original release of Merchant 
Prince caught many people off 
guard. The game remains one of 
the most well-developed economic 
simulations in the computer gaming 
community, and the game received 
much critical acclaim. The design- 
ers, Holistic Design (formerly 


Several Dudes Holistic Gaming) 


The Prince: Merchant Prince 
and then some. 


have taken the product back to the 
drawing boards and updated it, 
adding several new features and 
many new graphic elements. 

Also new is the name of the prod- 
uct. This new version of Merchant 
Prince can be found under the 
name Machiavelli: The Prince. 
Additionally, Holistic Design has 
moved from former distributor of 
Merchant Prince QQP to “ 
MicroProse for this new ver- Vesa 
sion. | 

Players of Merchant Prince will 
find new features like warehous- 
ing available in M:TP (an old 
Merchant Prince trick was to buy 
extra caravans of camels and use 
them to “warehouse” rare items). 
Product demand also comes into 
play at each city, making successful 
trading more difficult (and more 
realistic). Machiavelli: The Prince 
comes with a copy of Machiavelli's 
controversial book. 


Have you ever wondered what it mutiny and vicious battles with rival ships, you may be 


would feel like to be on top of the —_ lucky enough to reach the New World. However, your 


world? How about beneath it? There are those who have —_journey is far from over. You must now embark on your 


Coday, you could be on top of the world. 


already experienced such exhilaration. Their | 


————_ 


names? Columbus, De Gama, Le Maire, Cook t a Ay villages, winning over 


quest to found a colonial empire. Conquering 


and Bougainville — the world’s most famous <3 ~<. the natives and tilling 


the land are 


explorers. Now you can create your 


own adventures in Exploration — 


but a few of the challenges 


a remarkably in-depth 


facing you and your 


game of strategy “> weary crew. 
and world conquest, The graphics are 
new from Interactive Magic. y : nothing short of brilliant. 


Before you set sail from Spain, Complemented by unlimited, 


Portugal, England, 


realistic animation scenes, every new 


France or the ge) game brings new territories to conquer. 


Netherlands, you New adversities to overcome. The 
¢ 
tour your home port. Oversee Comorrow beneath 1C adventures and newfound 
9 ¢ 
the construction of your shipyard. fortunes are virtually limitless. 


Enlist your crew. Equip your ship. Buy For more information on Exploration, 


and sell commodities. In fact, you may 


simply give us a call at 919-461-0948. 


even want to make a trip to the local The New World awaits your 


banker for information about funding 


arrival. Do you have what it 


INTERACTIVE 
takes to make it there? MAGIC 


your expedition. After surviving possible 


A game of strategy and world conquest for PC CD-ROM. 


© 1995 Interactive Magic 


APACHE 


The Combat Helicopter Simulation 


1984... 

“Wild Bill” Stealey and 
MicroProse® introduce 
Gunship® — the first 
attack helicopter 
simulation. 


1989... 

Gunship 2000° 
arrives, 
incorporating the 
hottest technologies 
and graphics. 


Now... 

Technology march- 
es on. A new gen- 
eration must lead 
the way. Who bet- 
ter to once again 
push the gaming 
envelope than the 


: : , man who’s been 
# Combat helicopter simulation for aaa) 
doing it all along? 


the serious sim fan and the first “Wild Bill” and 
time helicopter gunner in arcade Interactive Magic. 
free-for-all level 


" Hot new 3-D visual technology 


# Outstanding high resolution low PC CD-ROM 


level terrain graphics with highly 
variable explosion graphics 


# Great fun 


“[Apache] 1s going to push all directions in serious combat air simulation to the limit, to pro- 
duce a system even the most jaded veteran gamers are likely to drool over.” 


Strategy Plus INTERACTIVE 


INTERACTIVE MAGIC 
P.O. Box 13491 


For more information call 1-919-461-0722 Research Triangle Park, NC 27709 


* MicroProse, Gunship and Gunship 2000 are registered trademarks of MicroProse Inc. and are not affiliated with Interactive Magic. 


There is more 
than just 
combat to this 
game, but 
fighting is what 
you spend most 
of your time 
doing. 


COMPUTER 
GAME 
REVIEW 
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Politics andl Medical Resear 


RIE Make Strange Bedfellows, 


alk of vaporware is distressing to most software 
producers. When a game has been talked about for 


Welcome to Metavira, tropical par- 
adise. This jungle island wouldn't be 
interesting normally, but Metavira is 
the only known location of the mys- 
terious Fallow trees. The father and 
daughter team of Jack and Brenda 
Richards have been conducting 
research on the sap of the Fallow 
trees and have made an amazing 


Pl 's.08.. Surgeon being shot at! 1 
“gl heed assistance!” 


| 
| 
J 


te 


One of your mercs is in need 
of medical attention. 


discovery. The sap of these trees is 
a remarkable curative, a panacea 
for many of the diseases that plague 
the world. The progress made in the 
medical community could save the 
lives of countless millions. 
Obviously, the sap from the trees is 
worth countless millions as well. 

That is, if the trees can be har- 
vested. Researcher Lucas Santino, 
who worked for some time with the 
Richards and was a trusted member 
of the team has broken away. He 
has managed to take over much of 
the island, with the goal of harvest- 
ing the Fallow trees himself. His 
greed could well spell the end of the 
research that has already been con- 
ducted, and the chances of using 
the Fallow tree sap to create 
livesaving medicines grow smaller 
every day. The Richards need help, 
and you've been elected. 


MERCS “A” US... 


You've got the job of reclaiming 
much of the island so that Jack and 
Brenda can continue their research 
and obtain as much of the precious 
sap as they can. To do this, you'll 
need a lot of help, and the help you 
get comes at a price. 


Plot your next move as well as 
your guard situation on the 
overview map. 


You'll be relying in a large part on 
AIM, the Association of International 
Mercenaries. When you hire new 
guns to defend your areas and 
attack new ones, you'll need to go 
through the dossiers on each of the 
prospective mercenaries. Each will 
have particular skills that can help 
you, but these mercs are far from 
perfect. Creating a team with a com- 
plementary blend of skills that max- 
imizes ability and minimizes prob- 
lems will be key. Those mercs who 
agree to sign on with you will be 
given the daunting task of protecting 
the small piece of island still belong- 
ing to the Richards as well as 
reclaiming other portions, particular- 
ly those with a good number of 
Fallow trees, from Santino and his 
troops. 

Every day, you'll have to review 
the situation and react to the chang- 


months and still isn’t released, expectations mount | 
from the gamers. The often renamed Jagged Alliance 
is finally vaporware no more. 


ing face of Metavira. Your tactical 
maneuvering will send your mercs 
where they need to go and when, 
but Santino’s men will not stand idly 
by and let you take back Metavira. 


KEEPING UP WITH 
THE SANTINOS... 


Once you've started to take back 
the critical territories on the island, 
you'll need to do a number of things 
to keep the operation afloat. Natives 
can be hired and outfitted to act as 
guards, which should help you keep 
Santino’s men away from your end 
of the world. 

Just as important are the native 
tappers who have the ability to draw 
the sap from the Fallow trees. The 
sap iS your most important 
resource—more important even 
than the mercenaries who protect it. 
Without the sap, the research can- 
not continue. Without the sap, you 
have no ability to generate the 
money needed to _ purchase 
weapons and pay the natives and 
mercenaries working for you. 

Your situation, then, becomes one 
of a precarious balance. You need 
the mercenaries to take over more 
territory and natives to protect your — 
holdings and generate money, but E 
rapid expansion will put you in a sit- 
uation where even maintaining your 
position is too expensive. A broad 
front may give you lots of trees to 
harvest, but will cost you in terms of 
protecting it. Going over your bud- 
get has significant repercussions on 
your eventual success. 


HIRING MUSCLE... 


Without question, the first thing 
you need to do is hire mercenaries. 
Without at least one on staff, 
Santino is able to simply eliminate 
all opposition against him and take 
over Metavira. Your task is to find 
the right person for the job. 

AIM has the names and profiles of 
60 different mercs. Each merc has a 
rating of 1 to 100 in eight different 
skills: Health, Agility, Dexterity, 
Wisdom, Medical, Explosives, 
Mechanical and Marksmanship. 
After a mission, these scores can 
improve. Dramatic improvement of 
an agent can also cause that agent 
to increase his or her salary, their 
cost per each day of service. 

Most important of all the skills is 


BUILDING FOR 
THE FUTURE... 


Creating the proper team of mer- 
cenaries will be critical to the suc- 
cess of your operation. Sending in a 
bunch of mercs with great offensive 
skills and no one with the ability to 
heal the wounded is as big a mis- 
take as sending in a squad of 
medics (Surrender or we'll cure 
youl). 

While not as apparent a problem, 
overkill will cause trouble with your 
bottom line. Sending in eight mercs 
when a job could be just as easily 
handled with four will cost you 
money that could be better spent 
elsewhere. 

Of course, creating the perfect 
team is riddled with its own prob- 


Equip the troops appropriately 
or pay the price. 


too troubled by this, but those who 
have already flown out to your 
island hell might be a bit put out by 
being dismissed. 

Plan carefully: You can only bring 
in one group of mercenaries per 
day, and once you've broken off 
negotiations with AIM, you won't be 
able to contact them until the next 
morning. Pick the wrong mix, and 
you could be in big trouble. 


Not only did I not really care what the 
storyline was, I didn’t bother to read about 
it until after...a few of the missions. 


the mercenary’s Experience Class. 
This number indicates how much 
action the given merc has seen and 
his or her ability to comport him- or 
herself well in combat. Highly expe- 
rienced mercs spot traps better, are 
better at stealth, can aim and fire 
more quickly and are overall more 
proficient in the field. Of course, an 
increase here is likely to increase 
the cost of the merc as well. You get 
what you pay for in terms of the 
hired help. Caveat employer. 


eV) 


PATIENT) = 


You'll be seeing a lot of screens like this. Combat is where you'll 


spend the bulk of your time. 


lems. Just when you think you've 
got the blend of skills you need, one 
of the mercs might decide that he or 
she would rather not work for you. 
Others may decide that being sent 
out on mission after mission is just 
too risky, while others may feel that 
you aren't giving them enough time 
in the field. 

There may also be times when 
you need to let a merc go for what- 
ever reason. Those who haven't 
shown up on Metavira yet won't be 


GEAR UP... 


A number of the mercenaries will 
come with equipment they deem 
necessary to complete the task at 
hand. However, you still need to 
hand them the guns and supply the 
ammo needed to get them through 
their missions. 

Your base will have an inventory 
pool of items that the mercs can 
take on a given mission. Make sure 
you give them the proper tools to 
take care of the task at hand. 

Of course, not everyone can carry 
one of everything. You won't need 
everybody in the squad equipped 
with a radio or listening device, and 
not all of the mercs have a good 
enough medical skill to warrant car- 
rying a full medical kit. But placing 
all of these items into the inventory 
of one agent makes you particularly 
vulnerable. You will need to parcel 
these items out across your squad 
so that one agent going down does- 
n't cause too much of a problem on 
completing the mission. 

Outfitting weapons will be easier, 
but by no means easy. The 


Jagged Alliance 


By Sir-tech Software 


Ogdensburg Business Center 


P.O. Box 245 


Ogdensburg, NY 13669 
(315) 393-6633 
Fax: (315) 393-1525 


AVERAGE SCORE: 


Requirements 


4 MB RAM, CD-ROM drive, 
486/33 or better, VGA 


Controller 


Mouse 


Hard Drive Space 


20 MB 


Number of Players 


One Player 


Available For 
PC and compatibles 


Designed By 
Madlab Software 


Distributed By 
Sir-tech Software 


Street Price 


$59.99 


COMPUTER 
GAME 
REVIEW 
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83 


Playability 


31 


Visuals 


80 


Audio 


79 


Manual . 
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Originality 
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Playability 
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Visuals 
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86 
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Playability 
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Visuals 
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JA: the game that refused to die. This is one game concept 
that you know has been thoroughly worked through. And hon- 
estly, that shows. The interface works very well, as do many 
of the extended con ame» |'ve got a very soft 
‘and tend to overlook 
this level simply 
: flaws at least in 
passing, howev 
unfriendly, often 
The actual battles, 
the very unrealisti¢ 


Wery slowly, due to 
Gombat (pistol shots 
are treated as very and the large nature of the 
maps compared to the 4 movements of the characters. But 
there's an overall strategic element to the game that pleases 
me, as well as the use of strong characters in small-unit com- 
bat. It's not perfect, but it was worth the wait. - Kevin 


Talk about an incidental storyline. Not only did | not really 
care what the storyline was, | didn’t bother to read about it 
until after | had run nee a few of the missions. While the 
game does have ageentain allure concerning things like inter- 
i Owing away your 
ouble spots. The 
B meager funding 
you'll be able to 

n though those 

sent on, they'll 


most frustrating 

you're allotted to 
afford have inc 

Skills will incred 

never even start 
mercs. This mean | fe game, you'll have 
developed absolutely zero attachment to anybody in your 
original squad: they'll be long gone. As far as the actual com- 
bat goes, it's not bad, but you'll be dead tired of wasting 
ammunition against trees by the time you’redone. - Ted 


There is more than just combat to this game, but fighting is 
what you spend most of your time doing. The economic side 
of hiring and firing personnel is important, but running mis- 
sions to take over ef (s.and.getting the mercenar- 
ye 36 during combat is what | 

> bu efficiently as the 
ation is always accessible 

3 lew how invento- 
sign should lead 

low paced since 

st therefore deal 

yturm the handy Continue 

feature ne this minor stot out, but often the pathing 
won't work the way you might expect it to. For gamers with 
deliberate patience, your carefulness might make that last 
point moot. - Tasos 


ry is placed on 
to expediency, 
you ian issue 


weapons will take a number of dif- 
ferent ammunition types, so you will 
need to keep track of what agents 
are carrying what weapons. 


BREAD AND 
BUTTER... 


Economics and hiring aside, you'll 
be spending most of your time guid- 
ing the mercenaries through their 
mission to reclaim Metavira. 

The important thing to remember 
is that you see only what your mer- 
cenaries see on a given mission. 


Papa don’t preach: Jack will 
give you the lowdown on the 
day ahead. 


Wandering into a new sector con- 
trolled by Santino is dangerous, and 
traps abound, as do hidden ene- 
mies. 

Jagged Alliance uses a system of 
action points to determine how 
much each of the mercs can accom- 
plish on a given turn. Faster mercs 
will generally be able to do more on 
a given turn, but some actions (like 
firing a gun) take a set amount of 
time to accomplish. 

The way the action points work is 
this: each merc has a number of 
points equal to the number of feet 
he or she could run in one second. 
Thus, if a merc can run 10 feet per 
second, he or she will have 10 
action points. Also, conserving 
points will allow the agent to carry 
points into the next turn, to a maxi- 
mum of five bonus action points. 
Each action taken by a merc cost 
points, so plan the moves of your 
agents carefully. Using them fool- 
ishly could net you some casualties. 


I’ve got a very soft spot in my heart for seiniti 
unit tactics, and tend to overlook other flaws — 
in games that break down to this level... 
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ON MANEUVERS... 


To repeat, everything the mercs 
do cost points. While movement is 
something you'll be doing a lot of, 
firing weapons, using equipment, 
reloading, etc. will all take critical 
time. 

Firing accuracy is dependent on a 
number of factors, not the least of 
which is the merc’s skill. Luck plays 
its part, as does the difficulty of the 
action being taken. Shooting an 
enemy standing right in front of you 
is easy. Shooting a sniper 200 feet 
away through heavy cover is not. 

Keeping your troops healthy is 
important as well, because signifi- 
cant injuries can cause permanent 
stat reductions. Keeping those 
medics in position becomes very 


Make sure you have enough 
money to pay the troops. 


important in protecting your invest- 
ments as well as your reputation as 
a leader. Take a lot of casualties, 
and you'll be spending big bucks to 
keep mercs working for you. In situ- 
ations where your territories are 
being attacked, your tappers and 
guards will come under fire as well. 
Keeping them protected is in the job 
description, too, so don’t let them 
take too much fire. The native 
Metavirans don’t like bullet holes in 
their clothing. 

Success in the missions is natu- 
rally critical to your eventual goal of 
recapturing Metavira. Keep in mind 
that Santino and his men are trying 
to do to you what you are trying to 
do to them. Only those with a mind 
for money and mayhem will find 
SUCCESS. 


THE SUMMER OF 1995 WILL BE 
THE HOTTEST ONE EVER... 
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MechWarrior and Battlelech are registered trademarks of FASA CORPORATION. 
Activision is a registered trademark of Activision, Ine. 
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Shanghai: 
Great Moments 
By Activision 
11601 Wilshire Blvd. 
Suite 1000 
Los Angeles, CA 90025 
(310) 473-9200 
Fax: (310) 479-4005 


AVERAGE SCORE: 


486/33 or better, 8MB RAM, 
2xCD-ROM, SVGA, Windows 


Controller 


Mouse or Keyboard 


Hard Drive Space 


7 Meg 


Number of Players 


1-2 Players 


Available For 


PC and compatibles 


Designed By 
Activision 
Distributed By 
Activision 


Street Price 


$49.95 


COMPUTER : 
GAME 
REVIEW 


Playing With the North Wind 


Shanghai returns 
with great 
moments from our 
past and present. 


The greatest moments in history 
are now a part of Activision’s 
Shanghai: Great Moments. The tra- 
ditional game, based on Mah Jongg 
is back with new tile sets, new lay- 
outs, several new games and on- 
line help featuring Rosalind Chao of 
The Joy Luck Club. 

Tiles include inventors and their 
inventions, great moments in history 
and more as well as the standard 
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Match the inventor to the 
invention in this game of 


Beijing. 


tile set. In each of the special sets, 
you can either match exact tiles, or 
match pairs of famous lovers, etc. 

New games include Action 
Shanghai where new tiles are 
added as you play. In Beijing, you 
get extra points by sliding matching 
tiles together. In Great Wall, tiles 
are affected by gravity, so removing 
a tile low on the board has a lot of 
consequence. There are also many 
new layouts for the standard game. 
Finally, in Contemplation mode, all 
of the tiles are reversed, making the 
game an exercise in memory and 
luck. 


Great Wall. Good luck clearing 
this board. 


Originality 


32 


Playability 


73 


Visuals 


82 


Audio 


65 


Manual 


78 


Originality 


45 


Playability 


84 


Visuals 
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Audio 


88 


Manual 


78 


Originality 


33 


Playability 


80 


Visuals 


88 


Audio 


84 


Manual 


85 


Shanghai 2 was a favorite no-brainer game of mine several 
months back; | always found it a great way to relax from a ten- 
sion-filled day. Now Activision brings it back in a new deluxe 
multimedia product, but media aren't the only thing that are 
mixed here. The ti@iSetSithemselveS areWery beautiful, cratt- 
ed with extreme/@@tall at Migh reSolution, This comes back to 
haunt the playem MOWeVEr, as the Vaniouswe sets take far too 
long to load. In AdGition, While some séiStare amusing on the 
first time throughgl Mm MOl iMeresied INSquiNting at tiny tiles to 
differentiate Chaes’ Darwin ftom Alexander Graham Bell. 
Therefore, | stu@K 10 the Original tile sot; The tile animations, 
movies, Chao h@lp; and irankly WOst Of the rest of the prod- 
uct were needless, Expensive and Siow diversions from my 
primary goal: the playing of Mah J—oops, Shanghai. Still, the 
various game variations and the simple majesty of the naked 
game itself make this a worthwhile purchase for the patient 
aesthetes with the computing power for this game. - Kevin 


I've been playing Mah Jongg on the PC for a good long while 
now, and Shanghai: Great Moments is an interesting collec- 
tion. It has its problems, though, most notably in that you can- 
not decompress all the tile sets onto your hard drive. Instead 
you have to decompressathenmbeforemioading, eating up 
about thirty secom@S Of your time; Likewise, you'll probably 
want to turn off TA te ‘animations aiter playing for a short 
period; not only af the /Gistractirg; iney also slow down the 
game. The standas@ Shanghai gameis good, with many dif- 
ferent layouts froma WAICh tO play, GUETE crowning jewels to 
this collection ar@G@r@at Wall and Toumament. Playing Action 
Shanghai on six-S@GOn@ mode (where new tiles are added to 
the board every six SECONds) is incredibly difficult, but incred- 
ibly fun. The Great Wall, with its falling and sliding tiles, 
requires plenty of forethought when pulling pieces from the 
board. The interactive help system is quite good, and it does- 
n't hurt that Rosalind Chao is easy on the eyes. - Ted 


Mah Jongg has been on the computer for a long time, and the 
best thing about it is saving that setup time. It does take a 
while to put all of those little tiles into place for each game. So 
what does this version have to offer? A lot of frills taking 
advantage of CD-ROM té@hnologyailiiéfais the celebrity host 
in Rosalind Cha@y the Aleres tile"Sets; plenty of short anima- 
tions and movie Gips @n@ nice Background photographs. 
However, all of this Wondenul detail comes-at a price, partic- 
ularly if you wanta@Ghangesto a ciffgrenitie set. On a dou- 
ble speed CD-ROM Grivé; dalta trafisiers are pretty slow, and 
every tile set ne@dS 10,b¢ transferred and decompressed tak- 
ing as much as aqui Minute, Some OF ine tile sets are visual- 
ly confusing, too. TNE*BEst features come trom the different 
variations of the game, most of which could only take place in 
an electronic format. The tournament option is great for going 
through all the different games and trying to score the most 
points. - Tasos 


the Power behind the 
Power could be you! 


In the next energy starved 


millennium, you will 
command one of four 
empire building, power 
grabbing megacorps. 
These cutthroat behemoths 
will stop at nothing to 
control mankind’s vital — 


energy supplies. — ‘ 


Explore, build, expand, and 
plot your way to global 
energy dominance. 

Only one can triumph 
as the undisputed 
PowerHouse. 
And the others...? 


Check out the recycling bin. 
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Maabus 


By Microforum 
1 Woodborough Avenue 
Toronto, Ontario, Canada 
M6M 5A‘ 
(416) 656-6406 
Fax: (416) 656-6368 


AVERAGE SCORE: 


486/33, Windows 3.1, 2xCDD, 
SVGA, 4MB RAM, DOS 5.0 


Controller 


Mouse 


Hard Drive Space 


4 Meg 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


Microforum 


Distributed By 


Microforum 


Street Price 


$39.99 


COMPUTER : 
GAME 
REVIEW 


Evil Mutants in the South Pacific 


Hearken back to 
the fifties, when 
radioactive 
mutants roamed 
the drive-ins of our 
country. 


It is the end of the 20th century. A 
mysterious new form of radiation 
has been detected by military satel- 
lites flying over an area of the 
Pacific 1500 kilometers southwest 
of Hawaii. After a spot plane experi- 
enced extreme magnetic interfer- 
ence and crashed into the ocean off 


RHRAWLE R POO” 


Well, there goes the 
neighborhood! 


a small island known as Aloratora, 
an elite unit of commandos was 
sent in to investigate. Three reports 
were radioed back to the mainland 
via satellite uplink: unidentified 
tracks and markings discovered, 
mutant animal life encountered and 
further investigation ongoing. The 
signal was lost a short time later, 
and the worst is feared. 

Your job is to pilot the Krawler 
1000, the latest military remote 
recon platform, across the island, in 
hopes of discovering the source of 
the mysterious radiation. Succeed, 
and the world will hail you as a hero. 
Fail, and the world perishes. 


- - 
CER ERES 


Remember: analyze first, pick 
up second. 


Originality 


al 


Playability 


83 


Visuals 


13 


Audio 


79 


Manual 


64 


Originality 


50 


Playability 


45 


Visuals 


ST 


Audio 


91 


Manual 


50 


Originality 


50 


Playability 


68 


Visuals 


88 


Audio 


85 


Manual 


76 


Maabus neatly combines the scientific realism of a 50’s Red 
Scare movie with all the inherent fun and challenge of a 
Choose Your Own Adventure Book. You get wondrous FMV 
briefings from Mr. White Authority (the world’s first wooden 
admiral), delivered.a@fith allithe saeantieliypassion of a cable- 
access telethon. YOU get a Vastiisiand 10 explore on a square 
grid, rolling through DUNEINGS: larger han Many cities, looking 
for the next instaimt @neOtinter that Willecause you to reload. 
You too can rolésplay @ robot Tank; with only half a dozen 
ways to interact With the Outside world and a dense, impene- 
trable plot protecting you 1OM thesslings and arrows of rea- § 
son. If you havent progressed ito the second CD (of three) 
after five minutes of play, you've propably quit. The 3-D ren- 
dered graphics are pretty for as far as the eye can see (about 
three inches on most monitors), but all tend to end up looking 
the same after a while (Say, five minutes). Try not to speed on 
your way back to the store to return this one. - Kevin 


Maabus is another perfect example of good money gone bad. 
The SGI graphics are nice, as is the live video footage. But 
honestly, who wants to look at these things when they’re only 
run on little quarter-screen displays, and who will want to play 
them when the path@$'$0 Clearly defined that you can’t get off 
it? The interface #S WelleDlanned) DUL INE Gecision to run this 
game through WinGOWws"3"-was just plairsstupid. As for the 
giant stamp on th€ COveMOfihe Dox thatiSmouts “A 3 CD-ROM 
GAME,” all | can Say 1S halt, if YOu Want me to waste my time 
and effort swapping Out GDS, youd better Dullld a good game. 
“Lawrence of Arabia OnWiGO Maly require you to get up from 
the couch in the Waldale Of the fim in Order to change to the 
second videotape, but that movie IS'well worth the effort. As 
for the subtitle of Maabus, which is “the ultimate PC 
videogame,” | can only hope that they mean ultimate as in 
final. If you play games for the technological aspects, go 
ahead and get it. Otherwise steer clear. Yecch. - Ted 


This game is more of the stuff that gives the word “multime- 
dia” a bad name. Put in some good graphics and a few video 
Clips in a small window and you can put the word on your box 
attracting new computer owners who just want to ooh and 
aah, the type whos@VGRIStil| blinkswh2s00s For anyone who 
has played a few @o0a Games) this One Might bore you so 
badly you'll barely De ab'esto Muster Up the motivation to 
return it to the store; Gustithe interfaee alone should be warn- 
ing enough that YOUN De Watching more than doing. Go 
Straight, turn left{g@Straignty shoot, JOnGAL go straight, pick 
up, analyze obje@h SOrny Cant aitalyze alter its been picked 
up, go straight, OR MO) Gil, turn arounG; Ble, try again. That 
pretty much sums it Up"When | grow'up, | want to be a com- 
puter graphics programmer because they are the ones that 
seem to be getting all the work. | thought | saw a game 
designer the other day with a sign that read, “I'll work for flop- 
py disks.” This game looks better inthe box. - Tasos 


Travel with Peter Gabriel on an interactive 


You're about to embark on a journey. You open your 

suitcase and find, strangely enough, it’s already been 

packed. But with what? And by whom? The contents 
are wildly scrambled. 


Find out with a click of your mouse. Then begin an 
odyssey through Peter Gabriel’s Secret World, where 
you become an integral part of the man, the music 
and most of all, the performance. It’s a musical tour 
like you've never experienced before. 


With Peter as your host, you'll have a completely 
interactive experience in which you decide where to 
go. You'll find yourself Xploring four distinct aspects 
of the musician’s life. 


ipgng Rens Tracks 


duration: 07-29 


(1) A behind-the-scenes look at how the music is 
made. Go backstage at a concert, walk through 
Peter’s Real World Recording Studio, participate in 
an actual jam session, and then take control of the 
mixing board to create your own version of Peter’s 
hit single, “Digging in the Dirt”. 


(2) Xplore Peter’s most recent album, US. View the 
videos in sync with their lyrics. Learn how the videos 
were made and what Peter has to say about them. 


(3) Xplore some of Peter’s personal insights and 
interests. See and hear about Peter’s past. View his 
interactive family albums. Learn more about 
Amnesty International and attend a World 


Organization of Music and Dance (WOMAD) 


festival in San Francisco. 


(4) Learn more about the music of the world. 
Experiment with the tones and rhythms of unusual 
instruments (you control them by clicking an icon 
with your mouse). Then use your strategic powers to 
obtain a backstage pass to an actual rehearsal of the 
Grammy Awards. 


By combining his art, music and entertainment with 
the most advanced computer technology, Peter 
Gabriel has created the first interactive, multi- 
layered experience to actually dissolve the barriers 
between performer and audience! 


This is not a planned experience. In fact, you must 
keep your eyes and ears open at all times. There are 
numerous hidden surprises; Peter may pop out at 
unexpected moments doing the most outrageous 
things! There are trains to catch, people to meet and 
specific items you must pick up along the way to get 
the most from this unpredictable journey. 


~ © 1995 Real World Multimedia Ltd. Xplora | is a trademark of Real World Multimedia Lid. The Interplay logo is a trademark of Interplay Productions, Inc. All rights reserved. 


f surprises. 
This incredible CD-ROM includes: 


* Collector's edition 60 page book created just for 


‘h no itinerary. 


this product. 


® More than 140 minutes of video and audio 


including all four full-length rock videos for US; 
two alternative versions of “Steam”, plus your own 
mixes of “Digging in the Dirt.” 


® Over 100 full-color photographic images and the 


equivalent of a book’s worth of text. 


¢ Advice, commentary and encouragement from 


Peter Gabriel, your on-screen interactive guide. 


He ot pied op, vane be yore 
biesy : 


ike rene cae de 


Easy point-and-click play—Interact lets you 
choose your path through Peter’s Secret World; 
Resume lets you pick up where you left off; Watch 
will take you on a guided journey through the disk 


Rewards for filling your suitcase, such as an 
R-rated, on-screen surprise, a suitcase sticker and 
a special gift for use with your computer. 


Eight mouse-playable instruments that provide the 
exact notes and tones of the actual instruments. 


REALWORLLE 


1(800)INTERPLAY 
CRIIXS 


AVERAGE SCORE: 


10 


368DX, 4MB RAM, DOS 3.3+, 
SVGA VESA 256, CD-ROM 


RU 


Alien Virus 
By Vic Tokai 


22904 Lockness Ave. 
Torrence, CA 90501 
(310) 326-8880 
Fax: (310) 326-8300 


Mouse 
20 Meg 
One Player 
PC and compatibles 
Nova Spring 
Vic Tokai 


$44.95 


COMPUTER : 
GAME 
REVIEW 


Dark and Seary and Stu 


Aliens want to rip 
you to shreds in 
this tender story 
about the love 
between a boy and 
a girl. 


You've slaved away at your job in 
the deep recesses of outer space, 
and you've finally saved enough 
money to marry the girl of your 
dreams. En route to the space sta- 
tion on which she works, though, 
something terrible happens. Upon 
your arrival, you find the hangar bay 


- 


This robot is your only friend 
when you arrive. 


empty, save for one non-operational 
robot. You'll have to put your wits to 
work in order to save the remaining 
survivors from certain death. 

Alien Virus is a graphical adven- 
ture game that pits you against a 
marauding band of maniacal space 
beasties. Using the items you come 
across in your travels throughout 
the space station, you'll need to 
unravel the mystery of the things 
that go bump in the night. Beautiful 
hand-rendered SVGA graphics help 
to bring a realistic feel to the terror 
which has ravaged the station, and 
an ethereal soundscape charges 
the atmosphere with tension. 


Digitally rendered SVGA back- 
grounds enhance the action. 


Originality 


67 


Playability 


58 


Visuals 


83 


Audio 


81 


Manual 


59 


Originality 


30 


Playability 


68 


Visuals 


90 


Audio 


89 


Manual 


61 


Originality 


45 


Playability 


68 


Visuals 


85 


Audio 


82 


Manual 


79 


Alien Virus, in attempting to join the ranks of adventure 
games, actually manages to slip and fall a few paces short of 
that amazingly lenient standard. Sure, you get odd inventory 
items, locked doors and weird immobile objects. Sure, you 
get NPCs with minig@tlé GOhversation tes and personalities 
with all the grainOr tine plywood, Sure; you get lush SVGA 
screens that reduée problem| solving 16 a giant game of 
“Where's the hotspote"*But Alien Virus goes beyond petty 
annoyances with its genre into serous mistakes. The puzzles 
are easy to solve (fandom manipulation Of inventory works 
just fine) but hatd tOvfiad {Some hoispots are mere pixels in 
width). The gamé@ Suffers Odd slowdOWNAS When its rare and 
poorly done animations Surface. The atidio is good, and some 
of the room portraits are pretty, but that’s a lucky hit—Alien 
Virus fails in almost every other category. If you're desperate 
to play an adventure game, and can’t get any others, try this 
one. It isn’t terrible, but it’s not close to good. - Kevin 


Alien Virus is a solid graphical adventure game. 
Unfortunately, that means that you'll be playing “hunt the 
hotspot” on each and every screen. Although | tried hard to 
like this game, it simply doesn’t hold any sort of horror. What 
it does have is beatititil Graphics#andijamazing sound, but 
sound and vision are hardly what Games should be about. 
The storyline is agsentialty-ala Alien; €x¢ept that the buggies 
aren't invited in. The redlliidisappointing thing here is that the 
puzzles are not|particulany hard; ineyre just hard to get to. 
Because you ha¥@ 10 move the Mouse ail Over the screen in 
order to find the important areaSmmyoull be getting plenty of 
practice in how toWAteract with your pointing device, but it also 
means that you'll probably miss tnifigs'the first time through a 
room. It’s this sort of thing that makes me long for the “ver- 
bose” mode that Zork used so well. Why can’t the games sim- 
ply tell me what's in a room, instead of challenging me with 
pointless and ridiculous visual tricks? - Ted 


A good graphic adventure should not have you resorting to a 
trial and error method of using every object in your inventory 
with everything because everything you've tried has failed. In 
Alien Virus, | was able to make a fair amount of progress 
before | hit the @ldetlimestuck” wailigshiaere’s nothing | hate 
more than having 10 retrace my Sieps searching for any 
hotspots | might have missed. |fMmothing new turns up after an 
honest effort, the*EXEAOISPOv TING 1S the Quit button. The 
SVGA graphics in AV@re ficely Gone) and the ambient 
sounds do add an @lément/Of Suspense, However, each 
scene is primarily @ Sul Shot, $6 yOu Cant explore anywhere 
you want. This mak@sithe game almOSt Completely linear. To 
make things worse, the interface is not very accommodating, 
especially the fact that the inventory only shows six items at 
a time. Not too long into the game, you'll be carrying around 
over twelve, and you can't drop useless stuff. It's the equiva- 
lent of looking in your junk drawer for a pen. - Tasos 


—— 


NOTHING, NOTHING CAN PREPARE YOU...for the u/timate arcade 
translation of Mortal Kombat® II. “Finish Him” with a// the true graphics, 
character animations, CD-quality music and awesone sound f/x of the sri Mis 
arcade blockbuster. Brutal special moves, Friendships, Babalities, hidden “UOIAL AUNDA, 
surprises, crushing combos and outrageous finishing moves are yours oe 
to kommand. Let the Kombat Kontinue!!! 


mioway, 7 Alain 


entertainment inc. 


MORTAL KOMBAT® Ii © 1993 Licensed from Midway Manufacturing Company. All rights reserved. Acclaim iS a division of Acclaim Entertainment, Inc. ® & © 1994 Acclaim Entertainment, inc. All rights reserved. 


Tank Commander 

By Domark 

1900 S. Norfolk Street 
Suite 110 

San Mateo, CA 94403 

(415) 513-8929 
Fax: (415) 571-0437 
Internet: DomarkUSA@aol.com 


AVERAGE SCORE: 


% 


reece erage 


NAMI, 


Controller 


Mouse, Keyboard, Joystick 


Hard Drive Space 


140 KB 


Number of _—— 


etwi ork) | 


Sealable For 


PC and compatibles 


Designed By 


ry; ) i @) fi 
1) . A fara 
L IU Re Q oorware 
~ 


Distributed By 


spectrum HoloByte 


sitll 5 


COMPUTER 
GAME : 
REVIEW : 


med 


Become the Next Remnearnation 


af General Ge0r 


eath and sorrow will be the companions of our 
journey; hardship our garment; constancy and valor 
our only shield. We must be united, we must be 
undaunted, we must be inflexible. 


The pressure is intense. Three of 
the tanks in your squad are pinned 
down under heavy missile fire from 
a trio of attack helicopters. As you 
crest a ridge, in command of the 
fourth tank, a familiar sight fills your 
field of vision: the tailpipe of one of 


A variety of terrain types 
enhances game play. 


the copters. Taking careful aim 
while loading your high explosive 
rounds, you unload two shots direct- 
ly into the tail fan before the chopper 
even knows what hit him. As he 
descends in a fiery autogyration, the 
other two choppers turn toward your 
position. You back away down the 
ridge as they give chase. Switching 


‘Patton 


- Sir Winston Spencer Churchill 


to command of one of the tanks that 
had been pinned, you yell orders to 
reload with high explosive while at 
the same time thumbing the con- 
trols to swivel the turret and raise 
the barrel of your main gun. One of 
the choppers has given up on tank 
four and is reorienting itself to bring 
its gun to bear on you. It’s now or 
never. The main gun roars, and the 
attack helicopter becomes a yard 
sale in the sky. The third helicopter 
disappears over the horizon, run- 
ning for cover as its pilot suddenly 
realizes his vulnerability. You 
regroup and continue your advance 
on the enemy positions... 


PUT THE PEDAL 
TO THE METAL 


Tank Commander puts you in the 
hotseat of the Vickers Challenger Il, 
the latest in armored technology to 
come out of Britain. At 123,000 
pounds with 120mm_ cannon, 


One of your Challenger Ils bites the dust. 


7.62mm coax machine gun, flame 
thrower and guided missile launch- 
er, the Challenger II is not to be 
reckoned with lightly. 


The chopper cam makes your 
goals black and white. 


You will control up to four tanks 
per scenario; each tank will have 
been preloaded with what the 
designers considered an optimal 
weapons’ _loadout. Switching 
between tanks requires only mini- 
mal effort from the player, as each 
tank has been assigned a hot key. 

speaking of the keyboard, Tank 
Commander comes with a straight- 
forward pre-configured keyboard 
setup that doesn’t require too much 
in the way of mental gymnastics. If, 
however, you don’t like it, an option 
to reconfigure the keys is yours for 
the taking. Joystick play is also part 
of the package, although you'll still 
need access to the keyboard if 
you're using a non-programmable 
Stick. 


OF SCENARIOS 
AND SATELLITES 


A unique zoomable satellite imag- 
ing system is at your beck and call, 
and is extremely useful for effective- 
ly deploying your tanks. At its top 


level, the satellite image gives an 
overall view of the terrain through 
which you'll be travelling. From here 
you can see where your tanks are 
located, give group orders and 
deploy chopper cams. At the next 
level of detail, the Close Up View, 
you'll be able to spot distinct fea- 
tures of the landscape, such as ter- 
rain types, buildings, and even vehi- 
cles. The third and lowest level is 
the Really Close Up View; this level 
of detail is used when you need to 
find out if there is enemy infantry in 
the area, which way a gun is orient- 


What rough beast... slouches 
toward Bethlehem? 


The satellite map gives you a 
tactical advantage. 


need to keep in mind when deploy- 
ing a chopper cam is that combat 
takes place in real time; the game is 
not paused while you view the battle 
area. 

Another feature you'll want to take 
advantage of in the satellite view 
interface is the dispatch button. 
With this, you can give “marching 
orders” to tanks that are not directly 
under your control (you can control 
only one tank at a time). Simply 
select the tank using one of the tank 


The beautiful thing about the 
chase camera is that it can be 
controlled independently... 


ed or to spot minefields and enemy 
barricades. 

The chopper cam is one of the 
most useful features of the satellite 
view interface. By selecting the 
chopper cam and laying down start 
and end points, you can get a clear 
view of an area you may be thinking 
of entering. The camera is on a 
swivel mount and can be controlled 
using the mouse. The thing you 


icons, set a destination and click the 
“dispatch” button. Keep in mind that 
the optimal route will have to be cal- 
culated by each tank’s onboard 
computer; in some cases this can 
take up to forty seconds. 

Tank Commander is IPX network, 
modem and serial cable ready. 
Unfortunately, the satellite view and 
chopper cam are unavailable for 
any of these modes of play. 


Originality 


73 


Playability 


68 


Visuals 


08 


Audio 


60 


Manual 


65 


Originality 


65 


Playability 


89 


Visuals 


72 


Audio 


78 


Manual 


48 


Originality 


40 


Playability 


78 


Visuals 


70 


Audio 


81 


Manual 


18 


Coulda, shoulda, didn’t. It looks like there was a design war 
over Tank Commander; | don’t know who won, but | certainly 
know who lost: the player. TC doesn’t know whether it's a a 
tank sim or an arcade stomper a la Return Fire. It falls short 
of both becausesefsthateambiquixyiAGeuracy is very difficult, 
due to the ‘realiSii@ tmet rotation interiace. While you can 
put the tank on @UtOpilOr ITS impossible to get any real accu- 
racy out of the GUAMGES Seat Decaus@ atthe unpredictable 
twists and turns of thesmeititin Gisimerefaneevou've got to drive 
the tank too, usualljiaiigi theliGhiaise AARIKe position, so your 
accuracy Is lousy. AUS) the QrapMiG engine doesn’t look fin- 
ished, and it’s cerfaimynot inteGrategawith the accuracy pro- 
tocol: shells routinely travel througfPSolid objects. TC could 
have been a good arcade game, had one of these things— 
graphics, interface, accuracy—been done correctly. As it is, 
it's a slow also-ran. The mission structure is good, too. Put it 
back in and let it cook three more months. - Kevin 


Despite the somewhat poor graphical quality of Tank 
Commander, the game itself is fiendishly addictive. Scenarios 
are divided into missions, and the game keeps track of which 
missions you've completed within a scenario. Since all the 
scenarios are aSgi@M@dGhificultyeraitifigs, you can play at 
whatever level yOu Tee Comfortable with, You'll need to get 
really good at figuring’ oUt Which Weapons Work best against 
which opponent$ (for infanity enemies; 7 prefer the tank 
treads), and yousMM@GG tOaget comfortable with the contro! 
scheme. While Wi@ KeybOard is préttyertinctional, | preferred 
the ThrustMastefF=16,FLCS sinée it alowed me to customize 
all controls in on@ Mand. Although yOuGan switch between 
views inside the tanK~Ppreferred the default chase camera. 
The beautiful thing about the chase camera is that it can be 
controlled independently of the tank using the mouse. The 
chopper cam is an excellent innovation; it saved my butt on 
more than one occasion. The price is a bit steep. -Ted 


| was really surprised by the graphical problems this game 
has. It uses standard polygon texture-mapping that ran very 
clunky on a 486DX/66, something that usually has no prob- 
lem with this kind of rendering. With the texture-mapping off, 
it ran fine, but Wagugrepinieally bog. Tie there are clipping 
problems. Not jUS@ Wit YOUr taAK in the foreground, but all 
over. Using any@type" OF Basie Strategyealike hiding behind 
small hills for COVEFSGOGSH tWOrKel@hemy shots go right 
through the ground. AAere’s aiSOthe Old problem of objects 
on the horizon appearing and disappearing: That can be frus- 
trating when you Want se@ @nemieS trom a distance. 
Targeting was ungfedi¢table siNée there are times when you 
will score a hit by just aiming in th€General direction, and 
other times the targeting reticule is right on a target and you 
can't hit them at all. This is a rare instance of a game with 
good design but poor programming. Too bad, because it 
could have been fun; Domark games usually are. - Tasos 


COMPUTER 
GAME 
REVIEW 


Squishing infantrymen beneath your treads can be fun. | 
45 
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The N EAR F UTU RE looms ahead on the horizon like a toxic cloud. 
Knowledge is power. Technology is deadly. And the information 
highway is littered with ROAD K | LL. It’s the world of Command & 
Conquer’ the frighteningly realistic new strategy game from the 
creators of Dune™ I. Here, your quick thinking is REWAR 0 EQ with 
victory; your | NO E C | S | ON » death. You will choose your side. Build 
your bases. Gather resources. Attack enemy strongholds. And react 


as if your life depended on it. Because it does. Your WEAP ON RY? 


Unlike any you’ve experienced before. Hoards of futuristic fighter 


craft. TH UN I E R | N G oO-gigawatt ion cannons. And the terrifying 
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he e Internet: www. westwood. com. . Meatwead 


REVILM 


Pizza Tycoon 


By MicroProse 


180 Lakefront Drive 


Hunt Valley, MD 21030-2245 


4MB RAM, DOS 5.0+, SVGA, 


Controller 


Mouse, Keyboard 


Hard Drive Space 


| Available For 


PC and compatibles 


Designed By 
Distributed By 


Spectrum HoloByte 


Street Price 


(410) 771-0440 


CD-ROM drive 


7 Meg 


One Player 


MicroProse 


$44.95 


COMPUTER 
GAME 
REVIEW 


Fax: (410) 771-1174 


AVERAGE SCORE 


Number of Players 


When the Moon Hits Your Eve. 


Build a business 
with mushrooms 
and sauce, hold the 
anchovies. 


There aren't many foods more 
popular than the pizza. You can find 
pizza parlors everywhere in the 
world. It would seem like easy 
money to get a couple of good 
recipes, buy some ingredients and 
set up shop as a pizza mogul, right? 
Wrong! The pizza world is rife with 
intrigue, trouble and more. 

As a wannabee pizza tycoon, you 
can set up your shop anywhere in 


: bo] ~ 
te TMAR “19H 17520 1 


Set up your restaurant to get 
as many customers in as you 
can. 


the world. You'll then need to do 
research on your market to deter- 
mine what the people in the area 
want to eat. Create your own piz- 
zas, set your own prices. Decorate 
your restaurant to help bring the 
Customers in. 

If you are successful, you'll be 
able to open more stores in other 
places around the world. However, 
success brings problems as well— 
make lots of money and others will 
want a piece of the action. If you 
can balance the mob against the 
mozzarella, you might have what it 
takes to be a Pizza Tycoon. 


a 


(2 Cheese & Spices suppliers 


a hk aks le ee a 


You get what you pay for in 
everything you buy. Want 
good spices? It’ll cost you. 


Originality 


89 


Playability 


46 


Visuals 


82 


Audio 


52 


Manual 


69 


Originality 


88 


Playability 


56 


Visuals 


82 


Audio 


64 


Manual 


48 


Originality 


82 


Playability 


71 


Visuals 


82 


Audio 


80 


Manual 


73 


Pizza Tycoon and | went through a couple of ups and downs 
together. When | first saw an early version of the game, my 
immediate thought was “What an intriguingly silly product!” 
Then | began playing the game, and quickly shifted my per- 
ceptions: this waS@liSe@nGus, econ@mie and business simula- 
tor hiding behind te airarushed Smiling pizza chef. Finally, 
and unfortunately) 1 WaS toreed 10 Surrender my hopes and 
admit that that séfious engine would have to remain in hiding, 
because the games imtenaee, structure and difficulty meant 
that | could nev@r really Geta togholeinto it. | don't like to 
complain about @imeulty im @ game; But Pizza Tycoon com- 


B bines honest raw @halienge with an Odd interface and strange 


sensibilities, making tfé-whole package less than clear to me. 
PT was designed, | feel, from a very different perspective 
than | could identify with, so many of the calculations were 
less than obvious. There’s a business simulator lurking in 
here somewhere, trying desperately to be used. - Kevin 


The plot is intriguing, but the game fails to please. Pizza 
Tycoon has a rather inept interface, and the game requires 
you to do things in realtime that can leave you in a desperate 
situation. While | can’t fault the game’s level of complexity, 
did they have to mak@ thetinterfae@ thisscifficult to use? An 
interface should g@ OBVIOUS; this ONE in Pizza Tycoon simply 
isn’t. One of the MOsPbewildering TACels OF this game is its 
inclusion of a COOKOOOKMAIhof tie NaméS OF the pizzas in the 
cookbook pop up aS Gelault pizzas in tne game, even though 
the recipes do NO& YOu muSt go Backand recreate the pizza 
from the cookboOK; Gouldnt théyahave simply included the 
recipe in the gar@, 100% THiS SeBMS prety obvious to me; if 
| wanted to make duck’aT orange attfome, | wouldn't go to all 
the trouble of writing out a recipe | already had in a book. That 
Pizza Tycoon is supposed to be a game is understood, but 
good luck finding anything in the Pizza Tycoon box resem- 
bling fun. - Ted 


This is one of those games that you look forward to the first 
time you hear about it. A good builder can be fun when it is 
well designed with a good engine at its heart. Pizza Tycoon 
interested me for two reasons: one is the light-hearted feel of 
the game and the@Wély teaconcepmWasimaterialized, and the 
other is becaus@ Of iné Many years | Nave spent working in 
restaurants. | thOUght (RIS Game could be a fun way to test 
what I've learne@e either | Know less thant thought, or this 
game has some sally Dadadesign tlawsy The interface could 
be better, but | did mot have too much of a/problem with it. Its 
biggest problem) then AS 1S weak Near Either the manual 
does not say enough, OF ine Underiying algorithms have some 
serious problems, ana'it seems thédevelopers might have 
been aware of this—they included a number of hints and tips. 
Didn't help much. | could never get a business going well 
enough to get past the first month. High interest loans and lit- 
tle up-front capital would kill me. - Tasos 


6,120 hours of 3) animation rendering 


Y Je0 hours of complex programming 


000 hours of sound effects recording 
400 hours of video / audio recording 
Te0 hours of music selection 
J,000 hours of drawings 
2.000 hours of testing 
tocreate the 
Ultimate PC VideoGame... 


The Ultimate Adventure On 3 CD-ROMS 


Super Introductory Price $59.95 


Regular Price $69.95 Dealers may sell for less 
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Now Available At: 


REVILM 


18061 Fitch Ave. 
Irvine, CA 92714 


(800) 874-4607 


Fax: (619) 490-9232 


AVERAGE SCORE: 


468/33, 4MB RAM, DOS 5+, 
VGA, 2x CD-ROM Drive 


Controller 


Mouse or Keyboard 


Hard Drive Space 


Negligible 


Number of Players 


| One Player 


Available For 


PC and compatibles 


Designed By 


Lost Eden 


By Virgin Interactive 


Cryo Interactive 


Distributed By 


Virgin Interactive 


Street Price 


$49.99 
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Belore Dinosaurs Turned Purple... 


Virgin spins a 
coming of age tale 
about a young 
prince and his 
prehistoric 
companions. 


In the real world, coming of age 
means a Cotillion Ball to attend or 
tying one on for the first time. In a 
fantasy world it should be more dra- 
matic, however. 

You control Prince Adam of Mo in 
his first adventure; and boy is it a 
doozy. For many generations, the 


The elders have no more 
desire for heroic deeds. 


peaceful inhabitants of Eden have 
lived in fear of the Tyrant, Morkus 
Rex. With his bloodlusting hordes of 
rampaging Tyrannosaurs, Morkus 
Rex has mounted a terrible cam- 
paign of destruction against the 
human and dinosaur races. 

Your goal as Prince Adam is to 
rediscover the secret of your great 
grandfather Priam “The Architect” to 
build citadels across the land so that 
the people and dinosaurs united 
can defend against Rex’s threaten- 
ing attack. Many will help you in 
your quest, but success lies in only 
your hands. 


“CGR audiences are the best 
audiences in the world! Tip 
your server! |’m here all week.” 


Originality 


51 


Playability 


92 


Visuals 


90 


Audio 
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Originality 


89 


Playability 


87 


Visuals 


92 


Audio 


90 


Manual 


80 


Originality 


82 


Playability 


90 


Visuals 


92 


Audio 


90 


80 


Frankly, | was pretty much blown away by Lost Eden. | was 
the last of us to play the game, and the glances of it I'd got- 
ten had me wearing my usual mask of scorn reserved for 
mindless hunt-for-the-hot-spot ‘adventure’ games. But then | 
played it. I'll be the figgtit@€iamit that LEign’t really an adven- 
ture game in any trag@itonalSense-atiS Way too easy for even 
a slapdash gamer.Wilat iS) th ogy iS an immensely grati- 
fying audiovisual experené@ySuréto draw in just about any- 
body with its rich Graphics; Strong vOlee work and generous 
soundtrack. It's too ‘SMOR and youllprebably need a fairly 
beefy system to runiitamell BUF as 4 Kid's game, or an intro- 
ductory adventure tOF the Unskilled/WShines due to excep- 
tional production valuéS“EvVen the most jaded of gamers (like 
myself) will find themselves falling prey to the wow factor. 
Look, this is empty entertainment, but it’s the best of flash and 
style. The story is more of a fable than anything else. Use this 
to show off your new multimedia system. - Kevin 


Lost Eden is one of the more pleasant adventure games I’ve 
come across in recent memory. Although the plot seems pret- 
ty hokey, there is a certain charm to it. It's an obvious good 
vs. evil tale; there are no gray areas in its depiction of right 
and wrong. Parenisiiilli@ue this on@iSinge the story will pull 
In a young aUdighGe With iS tather contrived cast of charac- 
ters. The real beauty N@re ts that Violence is an off-camera 
and remote idea} VOuknow the|Dad quyiS Pad and has done 
bad things, but you WONT See eVIGeNGe OFihem at any point 
in the game itself (he only Violentimage comes if you daw- 
dle too long in alafeea where th@resare To Rex's). Lost Eden 
reminded me oNMOMING More than any animated Disney 
adventure with som@™téally stunning visuals thrown in for 
good effect. While the puzzles aren’t very challenging to me, 
| can see where they might challenge a younger audience; 
most of the puzzles challenge your memory skills more than 
anything else. - Ted 


Don't expect this to be your typical graphic adventure. For 
one thing, it is shorter than average. The story is only in two 
parts, and the first goes by pretty fast. Another is that there is 
almost no hotspot hunting involved. Most of your time is spent 
taking the objects yOU"GaSily acquinestosthe appropriate per- 
son or place to make Something happen, Tere is some awe- 
some Silicon Graphics’ Workin thé cubscenes, and you don’t 
grow too tired of S8@iNg theMISiNCethereis’ enough of a vari- 
ety. The voice Oy@t WOR 1S well dOAeithe lip-synching is 
almost flawless, a@the MUSIC trackSipleasing and unobtru- 
sive. Even modefalelexpenienced gaimers might find it a bit 
{00 easy, howeVeGMASOMe Parts yon can see four or five 
steps ahead into the gare of what you need to do. If you are 
a new gamer and want to utilize the whole “multimedia” pack- 
age In your new system, Lost Eden is worth it for the whole 
family. As an afterthought, this is more like what Dragon Lore 
should have been. - Tasos 


* This fast-paced, 
splatter-packed CD- 
ROM movie-based 
interactive adventure 
eas , features real movie 
: * clips (from the movie 
Pumpkinhead II: a 
3 * *®. Bloodwings), real = 
@ ‘| movie music, and real ’ 
oe | ‘ movie stars, such as 
Pumpkinhead himself, smiling above, 
and Roger Clinton, the President's © 
more successful brother! You'll get J 
everything but real blood on your %& 
computer. This game is sure to 
get your blood pumping! 
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lron Assault 


By Virgin 


18061 Fitch Ave. 
Irvine, CA 92714 


(800) 874-4607 


Fax: (619) 490-9232 


AVERAGE SCORE: 


486/33, 4MB RAM, DOS 5.0+, 


VGA 


Controller 


Joystick, Mouse or Keyboard 


Hard Drive Space 


3 Meg 


Number of Players 


One Player 


$49.99 


COMPUTER 
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Available For 


PC and compatibles 


Designed By 


Graffiti Software 


Distributed By 


Virgin Interactive 


Street Price 


Robots of Rebellious Splendor 


Some will rule with 
an iron fists, liter- 
ally, and lots of big 
guns to be held 
within them. 


In the late part of the 20th centu- 
ry, crime syndicates fought their 
way into a greater level of power 
and worldwide manipulation. By the 
decade of 2070, there was not a 
corner of the globe untouched by 
these conglomerates. They installed 
their own “supervisors,” ran the 
police forces and controlled the 
commerce. To maintain a tight 


Get a lock on a target with one 
of your missiles and fire away. 


grasp, they literally did so with an 
iron fist. They developed enormous 
robots which were heavily armed 
with state-of-the-art weaponry. 
Through the deployment of these 
robots, the syndicates, under the 
rule of one corporation. 

small pockets of rebel forces 
began to spring up, and from learn- 
ing the technology of the robot war- 
riors, they developed their own 
small army. 

Now is the time to strike, and you, 
as a rebel pilot, must do battle in dif- 
ferent locations across the globe. 
Win or suffer through another era of 
criminal oppression. 


Not only will the locations 
change, but the Bots will as 
well. 


Originality 


63 


Playability 


91 


Visuals 


72 
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Playability 


88 


Visuals 


58 


Audio 


51 
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80 


Visuals 
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We're sort of in the middle of a string of giant robot games, 
with various design houses and publishers jumping on the 
bandwagon. Here’s Graffiti and Virgin’s take on the mecha 
thing. Unlike many competitors, IA features a clean, easy to 
use combat interfacgsthat doesn’t require an expensive joy- 
Stick to fully utilize; Unfortunately, tivat Same philosophy has 
carried over to t@iF mi$sion and Environment designs. 
Everything is blocky and smooth) the graphics are less than 
sharp, and actual combat 1S not Very exciting. The bots the 
player can use do f€ature Some weapon and design choices, 
but that makes littl@ reahdifference in the tlat, lifeless combat 
scenes. The overall Game 1S 4/9004 bil Detter than the actu- 
al combat scenes, thankfully, with a decent if uninspired sto- 
ryline and good player progression of responsibilities. A side 
note: the intro and cutscenes are a fine example of spending 
far too much money on something (stop-motion animation) 
and still having it come out looking stupid. - Kevin 


This game could be quite a bit better than it actually is. The 
graphic detail is less than exemplary, with a color palette bor- 
dering on non-existent. The overall atmosphere is incredibly 
Sterile; not even the biggest, scariest enemy mechs inspired 
the least bit of feardfime: he musi¢ iSluninspired, and even 
the sound has be@A negiecied./The One Saving grace of the 
game is its simple Gontrorseheme. When | looked at the man- 
ual, | thought about pullifiguout ONE Of thé Programmable joy- 
sticks we have! fUnnINg afound the Office, but, on Taso’s 
advice, decided against The ‘other edge of this sword is 
that, even though TE .controls \Gokefainly Gomplex on paper 
(and are; looks arént deceiving), yOu needn't worry about not 
being able to find keyS*ra hurry: forte most part, you won't 
be rushed into anything. The biggest disappointment, though, 
is the game's lack of network play. Although modem play is 
nice, you can only ever play one-on-one, and !’d prefer to play 
with or against several people. - Ted 


The problem | have had with mechanized warrior-type games 
in the past were the controls. They are always too complex 
for the speed of the game. To get your robot to run one way, 
turn its torso another and aim at a target takes lots of prac- 
tice. If you use fotPedalsyit mightamakesyou more devastat- 
ing in the long run, DUETearning how tOUse them effectively is 
like learning to play the Gums: youl have to coordinate all four 
limbs. Iron Assault isnot like that 1 could play it successfully 
by just using thes Keyboard, and yn fact | preferred it. The 
game does support joystiek and pedals, but information on 
them is no whef@t0 beAound. The Manual Only outlines key- 
board and mouS@ GOntrol Although there is not much of a 
sense of each misslorrDeing a step to the overall goal since 
you always feel alone, the variety of locations for each one 
make them interesting. The graphics are a little dull and hazy, 
however, which doesn’t affect game play—more the aesthet- 
ic value. - Tasos 
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A sports strategy simulation based on the orig- 
inal game design by Games Workshop‘ 
League, season and exhibition battles 

Free agent claiming option 

Single or two player competition 

8 authentic Blood Bowl teams with original 
fight songs 

Instant replay and exclusive “Sky-Eye” Blimp 
Cam 

Head-to-head modem play 

Humans, orcs, dwarfs, skeletons and real 


ugly cheerleaders 


GAMES 
WORKSHOP 
For more information or to Order, Call MicroLeague: 


1°800°334°6572 


or FAX us at (302) 368-8600 


This product contains artwork, characters, and imagery the copyright and all other rights in which are the 
property of Games Workshop Limited and which are used with its permission. Games Workshop, Blood 
Bowl, and Warhammer are registered trademarks of Games Workshop Limited and are used with permis- 
sion.Computer Game design by Subway Software. ©1994 Games Workshop Limited. ©1994 
MicroLeague Interactive Software. All rights reserved 
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tn Attempts to Help Define 
en Genre in Computer (ramin 


nteractive Movie. One of the newer additions to the 


computer entertainment lexicon written in erasable ink, 
almost as vaporous as the genre it attempts to nail down. 
Yet, in its nascency, it is still a primary link between 
Hollywood and computer games. 


Like a New World alchemist trying 
to turn silicon into something 
belonging on a silver screen, games 
released with the Interactive Movie 
nomenclature have taken on a num- 
ber of forms. 

The ones produced by companies 
with movie studios, like Time 
Warner, have retained the tradition- 


life of a Private Eye. 

There seems to be little question- 
ing as to how the movie part should 
go. You hire professional actors 
(hopefully) and if you can’t or don’t 
want to build a set, you create your 
own graphically. Write a screenplay 
the traditional way and you are 
ready to roll. 


been given feeble support to date. 


Most games try to give the appear- 
ance of plot branching, but usually 
those branches quickly turn into 
dead ends making plot trees resem- 
ble worm-eaten telephone poles. 
Plot problems are not the only 
thing these pioneers have to con- 
tend with. There’s also the matter of 
what role the player will have in the 
game. Not just what role in the story 
itself, that’s easy. You always have 


Typical of an them play the protagonist/hero. The 
Origin pro du ae more difficult egg to crack is how the 
\ ° gamer will play this role. 

you'll need the PE There may be a large grey area 
: EES between Interactive Movies and 
latest and ; Pick the right door and win the Get the jump on the space a 
: ana tue cca ih fe Graphic Adventures since the for 
greatest prize—a brand new blaster. marines from the guardpost. pa ehee io ica a ict otis came 
hardware in implementations for involving the 
al “movie” half while experimenting Not quite. Because interactivity in player. The Alone in the Dark series 

order to run 


this game with 
anything 
approaching 


with the interactive part. Mostly this 
has come in the form of you the 
player choosing from a list of ques- 
tions to ask or statements to make 
to further the plot, like in Flash 


movies iS a new experience for 
movie producers, there are still 
plenty of wrinkles that need to be 
ironed out. For one thing, the 
assault on plot linearity has only 


from l*Motion may have taken a 
Step into the Interactive Movie realm 


even before the genre’s conception. © 
In it, you are given full control of the 
main character as he fights his way 


eeeeeeeoeecoea sec ea1see2e ee ee 


Traffic. Piecing together a certain 
set of responses will take you in a 
new direction or get you shot. 
Another more involved method 
that is certainly nothing new to the 
movie industry is filming actors in 
front of a blue screen and then ren- 
dering the world graphically adding 
it to the background later. Access 
Software pushed this technology to 
a new level in Under A Killing Moon 
where the player has the virtually 
unlimited freedom to poke her nose 
into almost any corner of the world. 
How much gum do you want to see 


stuck under a desk or garbage cans. The cellblock is not averysecureplaceanymore. $=  ~ 
to look into? Maybe that's just the aa = 2 ee 


decent speed. 


COMPUTER 
GAME 
REVIEW 


i i 
eeeeceeeeeeeeeecece 


Don’t wind up on the cutting 
room floor. 


past thugs, finds objects to use and 
tries to put together the pieces of his 
investigation. Instead of giving the 
player a stagnant view, it changes 
the third-person perspective around 
by using different and often strange 
and provocative camera angles that 
change when the character crosses 
over into a new area. 


Nobody knows the trouble 


you'll see. 


civilization. Headed by a Dr. 
Mastaba, the research and securi- 
ty's presence there has been kept 
confidential. The true purpose for 
their setting up shop is horrendous 
and unimaginable. 

Dr. Mastaba has been conducting 
experiments with replacing human 
body parts on mechanical ones. He 


Frozen beasties-on-a-stick: 
cryogenically preserved. 


by finding PDA’s with personal jour- 
nals contained on them. To make 
things worse, it does not take long 
to find out that the whole planet is 
structurally unstable—the room 
keeps rumbling every so often. 
Most of the facility has therefore 
been abandoned, but you know 
very well that there are others left 


True to form for an Origin game, Bioforge 
manages to maximize the advantages as well as 
the disadvantages of the genre it’s working in. 


Origin Takes a Shot 
At a New Genre 


Origin, in their latest science fic- 
tion creation, uses some of the 
same methods employed by 
lMotion. Every area the character 
walks into has two camera angles 
that switch appropriately. You can 
make him fight, pick up an object, 
use an object or solve some puzzle 
such as a light-coded door lock. 

The setting is an alien planet 
where a research team has been 
assigned to explore an abandoned 


Play all the angles against the guard robots on the roof. 


and his followers believe that it is 
the next step of human evolution to 
shed the flesh and become com- 
pletely mechanical. The process 
has yet to be perfected and many 
victims have suffered for it. Your 
character may be the last. 

He starts the game locked up in a 
cell with a Nursebot watching over 
him to monitor his vital signs. He 
awakens to find that he is partially 
cyborg—why is a mystery, since he 
has been brain-swiped, too. 

Once he gets out of the cell, he 
can start piecing the story together 


behind since you hear them over 
the intercom talking about your 
whereabouts. 

They have sent out Guardbots, 
large metallic bipeds with big guns, 
to patrol the hallways. Without a 
blaster, you'll have to avoid them as 
much as possible. Fortunately, they 
are suffering from a malfunction and 
they can only see straight ahead, 
making it much easier to sneak 
around them. 

lronically, your new metallic body 
parts might be the key to your sur- 
vival since they make you much 
stronger than you were before and 
much more resilient to injury. After 
you acquire a blaster gun, you 
should not need to resort to hand- 
to-hand combat too often. Still, 
learning how to fight well is as 
important as any other part in the 
game, so it is certainly beneficial to 
learn all of his moves. 

There are four different punches 
you can perform, including a two- 
fisted overhead blow, seven kicks 
and a devastating head-butt. The 
hero's mechanical parts have not 
only made him stronger and faster 
but also more agile as he can do 
back flips and dodge and block well. 


Bioforge 
By Origin 


P.O. Box 161750. 
Austin, TX 78716 
(512) 335-0440 
Fax: (512) 335-0440 


AVERAGE SCORE: 


486/50+, VGA, 8MB RAM, 


2xCD-ROM 


Controller 


Mouse or Keyboard 


Hard Drive Space 


5 MB (minimum) 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


Origin 


Distributed By 


Electronic Arts 


Street Price 


$55-65 
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What makes a type of game become a genre? Distinctive 
play (obvious plusses and minuses) and copycats, I'd say. | 
didn’t think that the Alone in the Dark series had graduated 
into genrehood, Dutss@me.also-rangshave shown up lately: 
first Ecstatica an@ NOW Bloiorges Tue to form for an Origin 
game, Bioforge manages to Maximize the advantages as well 
as the disadvantages of ihe Genre it's Working in. You do get 
a real sense of Opin, Of storyline “OF a@tmosphere—large 
echoing alien hallS and Mounds ofSparking machinery. You 
also get an acut@ Sense Of trustfation trying to manipulate the 
“always in control Gharacter and maneuver between the odd 
camera angles. Fightagas difficttt, giverr'd multitude of shift- 
ing angles (all bad) and a cumbersome interface. Still, adven- 
ture fans can sink their fangs into a strong plot and interest- 
ing setting; but watch out for plodding speed, overwrought 
voice acting and impossible action sequences. - Kevin 


Typical of an Origin product, you'll need the latest and great- 
est hardware in order to run this game with anything 
approaching decent speed. | played Bioforge on a 486-66 
using the full installation (about 55ivis)-and was a bit under- 
whelmed with it§ play Chara¢teristics: Despite my disen- 
chantment with th@ Speed, its NOt a/bad Game, except where 
the combat intefiaée is Conéemed. TIS interface is well 
below spectacular; beGauiSe YOu Wave to be facing your 
enemy dead-on, it's im@redibly easy tO miss, giving him the 
opportunity to hit you feabeatetiy. Aaotner problem is that, if 
you're in combat and are clearly going t0ylose, you can’t call 
up the load scree” YOu are forée@atesit through the whole 
scene, complete with trite scripting and poor acting. If you can 
endure this sort of pain, you might actually enjoy some of the 
puzzles in the game; though not incredibly tough in most 
cases, they're far more enjoyable than combat. - Ted 


When | started to play Bioforge, | didn’t expect to get caught 
up in it as much as did. In fact, | spent the next couple of days 
getting through the whole thing. Then | had to spend another 
day trying to figure outwwhy, WhatLresolved was that it plays 
at a fair level of QIMGUIty SO\you remain entertained without 
getting frustrated; and the Graphics are excellent. There were 
a couple of plac@S} got Stuek, however that required you to 
be standing in exa@ily ine fight spot OF the solution wouldn't 
work. No matter MOW many times | hag Passed over that spot 
it wouldn't work. The Visual PUZzles Were not too difficult and 
never took me more than an hour to Tigure’ out with no guid- 
ance. They were notWvenmtnnovdtverbut enjoyable nonethe- 
less. | thought there was too much fighting for an interactive 
movie, making it border on action/arcade. Gamers without 
good hand-eye coordination might have a problem with it 
since the perspective can be unaccomodating. - Tasos 


After you successfully get through 
every accessible area of the facility, 
you'll have to don a pressurized suit 
and go outside. There you will soon 
find the alien civilization that the 
researchers still do not quite under- 
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One of Dr. Mastaba’s failed 
cybernetic experiments. 


stand. They have been able to 
translate some hieroglyphic sym- 
bols on the walls, but do not com- 
pletely comprehend what they 
mean. You must learn what they 
have learned and more if you are 
going to make it off this planet alive. 

Eventually, you will be visited by a 
member of the alien race from the 
class they called the Learners. 
These are the aliens who helped 
this civilization achieve such a great 
technological level and to live in 
peace and harmony. They will help 
you complete what you are attempt- 
ing, since it will put a stop to the 
recent harm that has befallen them 
as well. 


Haak 


I'd like to be alone with the meat now, Marge... 


ME 


...dt plays at a fair level of difficulty so you 
remain entertained without getting 
frustrated, and the graphics are excellent. 


When Borders 
Stretch Wide 


As game developers define 
Interactive Movie by the products 
they label as such, it may be a while 
before its meaning is clear. Is there 
a balance as to how much is depen- 
dent on the player, or should that be 
determined by the game itself? It 
certainly would be silly to include 
combat in a some instances. 

The borders of the genre may sim- 
ply lie within memory and the practi- 
cal usage of it since good quality 
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Logs like this one will contain 
vital information. 


video and sound hogs up a lot of 
space. Though CD-ROM does help 
stretch them out, Interactive Movies 
might only find their true identity 
when memory limitations have been 
alleviated and new forms begin to 
be experimented with. For 
Hollywood and game developers, it 
should be an interesting pairing. 


ntroducing Grandmaster : GRAN DM ASTER 


“Grandmaster Championship Chess is 


the chess software event of 1995!” 
—Steve Mayer, National Master 


eo Chess... the ih | ee : | 
generation of interactive chess for OrYrYRTOAOTI 
your PC. An all-new, incredibly CHAMP ION ) 

powerful chess engine will challenge 


chess masters and beginners alike. = A wide selection of MIDI-mapped 


music, to perfectly set the stage for 
_ the game of your life: Grandmaster 
Championship Chess. 


e Play against anyone, anywhere on a ua 
network or with a modem. eee eee Seen eee 


e Thousands of historic games you can replay-and 


download thousands more from the Internet! a 


: 9 gf |. Highest scoring PC 

e Interactive lessons by grandmasters, with full <<“). § a ~——séprogram in the 1994 
animation and voice. This program has even fe ioe; ea _._ International ACM 
beaten top-ranked international players! ; -., Tournament-beating a 
| CRAY supercomputer! 

e Multiple skill levels, and an intuitive eet 
interface. 


WINDOWS 
CD-ROM 


ao Pb 


“This is a game designed by champions... 
to help you become one!” 
—Patrick Wolff, 1992 U.S. Chess Champion 

a ae a ees a i | 


eT 
Pee 
£ Ss - 
: Tg 5 


To order call: (800) 468-7226 (305) 373-7700 aaa 
BBS (305) 374-6872 

Software Creations BBS (508) 365-2359, 2400 Baud 

(508) 368-7139, U.S. Robotics (508) 365-9352, 14.4-28.8K 


Program and art ©1995 IntraCorp. inc. All Rights Reserved. Grandmaster Chess. Capstone 


The Next Move Series and Capstone are trademarks of IntraCorp, Inc. ™ : 
All other trademarks and copyrights acknowledged. The Next Move™ Series 


Black Hole Breakou 


foviteltariinge Lespite first appearances, this is not a cheap knockoff of 


Dongleware puts uf 84 Arkanoid (in fact, it’s not a cheap anything). Bolo is an oddly 


new twist (plus a innovative arcade game, combining weird but ‘realistic’ 


RID 


: j i a physics with genre-shattering conventions—it plays like no 
; vas gees SHEP) severity other ball-and-pagdl@ Game. For gtastersathe ball isn’t lost 
: on i arcade same 80 when it gets past YOur paddle: it’s Only lost when it falls down 
: classic. certain wells. Tii@ tempo Varies! widely Between levels and 
: WACSTE ESS even on the same level) since the physies of the game place 
‘ lf you don’t remember Breakout, the player in contol Of Many aspects! The ball can be gently 
Bolo go ask your father about it. Bolo pre- 8 1 carried on the paddle, OF slammedlaround with the best of 


sents the player with similar game Tee them. The requisite Variety Of ‘ricks’is large, maddening and 
By Dongleware play features, but adds some often surprising Was is the Number and Vatiety of the actual 

35 Howard Street intriguing devices to further the 70 levels. Unfortunately"Bolo suffers from a poor save game 
Cambridge, MA 02139 challenge posed by its progenitor. meee interface and a strange technological install; you might not 


(617)497-1130 The ball will no longer escape via CULTURE notice if you're a DOS novice, but Bolo will leave weird tracks 
the bottom of the screen for one 


thing; instead, there are escape 
holes that the ball must hit squarely 


Fax: (617) 497-7261 50) on your system. Save games are only temporary; getting all 


the way through Bolo is a truly difficult task. - Kevin 


AVERAGE SCORE: 


eyes aeliinge Although not as intriguing to me as Dongleware’s last game, 
Oxyd Magnum!, Bolo is still a pretty fun game to play. The 

a 0 weird twists and turns taken by each level require you to see 
PTET OR the gameboard in a whole new light each time. Playing 
against four-wayggrawitysigem enially taxing, to say the least. 
o Q The levels increaSe@ in gimiculty ata tainly apid clip, so you'll 
Smeets ile need to get confortable with Gach new level in short order. 
My only complaint'with BOlO's the ultra=Strange batch file that 
rs 3 starts the game; it creates a slew Of temporary subdirectories 
368+, 4MB RAM, DOS 6+, in order to get through. If the ball inside your DOS dir@etory, then deletes all but two of them 
VGA, 1xCD (2x rec) just skims the edge of one, it will TT eee when you quit. | understand leaving the one where the level 


Controller take on a new trajectory, as though 8 4 tracking gets stored On your Hard drive, but putting it in the 


Playability 


practice, practice, practice. Visuals 


Mouse or Keyboard the hole were a crater. You'll also DOS directory makes little sensé”l simply created a 

: have to put up with varying degrees ———-— workaround batch file so that | could launch the game from 

of ay oe none i: he a Manual the C: drive rather than the D: drive (it’s the little things in life 

The bricks have likewise been 6 5 that are often the most irritating). Bolo is fun, but it’s a tad 

changed. Some bricks act as por- pricey for my liking. - Ted 
One Player tals from one portion of the screen 

de oe i “ ae Originality Biases levels, or rooms as they're called, don’t really 

will not be affected by the ball at all. 9 3 grab you. Then things start to get interesting. Each room gets 

These you'll have to hit with your a bit harder, but not drastically so; this game is pretty hard 

Dongleware Bolo racket. Practice makes perfect: Playability from the start. They do get quite different, however, as new 

Bolo offers you the option of practic- little quirks and adaitions start to pop up. What Impressed me 

Dongleware ing a level before you actually get 80 the most were thé algorithms that MUST Aave gone into the 


: aahiacin physics of the game.’T Mere are times when your controlled 
ie iii MICTIEVESME object or the ball are attached tofubber band-like strands. 
$69.95 REO Ce) 8 8 This can change your strategy frém previdds levels consider- 

ea, ably and adds aWAOle NeW dimension tothe game. The best 

eee Characteristic of this prodUctis thatyirequires surgical steadi- 


8 2 ness and cooraimation aS well @S Good planning to get 


COMPUTER through each level. The*worst part Was the fact that you can't 

GAME | ne restore after you lose and have to start from the beginning 
LAL RR a CULTURE every time. There is also some impressive graphical work on 

REVIEW Replayability is the catchword ry Mss p grap 


for arcade-style games. 60 the backgrounds that look textured, but make it hard to see. 
This is not Breakout for sure. - Tasos 


Introducing SimTower. 
The World's Largest Fixer Upper. 


Behold the real estate deal of the towering inferno. Or a terrorist attack 


century. It’s called SimTower’ and this that rocks your vertical empire right down 
fixer upper can be yours at a price any to the ground. 
red-blooded realtor would kill for. Because And if you think SimTower has a lot of stories, 
SimTower lets you build your own marvel of - check out the personal lives of your SimTenants. 
modern architecture. Hotel rooms, restaurants, a Because not only do you control the building, you also 


State-of-the-art cineplex—with room for 100 floors, the control its inhabitants. 


sky is virtually the limit. So if you're in the market for the hottest new property 
But beware: just when you're feel- in software games, here’s your chance to get in on the 
ing smug, along comes a five-alarm ground floor. 


M(A X15 


The Vertical Empire. 


Available for Windows and Macintosh (runs native on the Power Macintosh) on 3.5" disk or CD-ROM. ©1995 Maxis, Inc. Software ©1995 Yoot Saito. All rights reserved worldwide. 
SimTower is a trademark and Maxis is a registered trademark of Maxis, Inc. For product or ordering information, contact your local retailer or call 800-33-MAXIS. 


By QQP 


49 Highway 202 
Flemington, NJ 08822 


REVIEW 


The Pure Wargame 
Death from Above: Vol. 1 


(908) 788-2799 


Internet: QQP@aol.com 
CompuServe: 75300,3223 


AVERAGE SCORE: 


1 MB RAM, VGA, CD-ROM 


Controller 


Mouse 


Hard Drive Space 


4.5 Meg 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


QaP 


Distributed By 


American Laser Games 


Street Price 


$49.99 


COMPUTER 
GAME 
REVIEW 


eeeeooeeee0ns 


and 44 


You'll need Ivory 
Soap after you get 
down and dirty 
with QQP’s latest. 


Ahh, the life of a paratrooper. 
Jumping out of a perfectly safe air- 
plane, with only a piece of cloth pre- 
venting a horrible death by having 
every bone in one’s body shattered 
into little fragments, through flak 
and enemy fire only to land in the 
middle of a hotly contested war 
zone...yep, that’s real life. Zest for 
living combined with death dealing. 


a mn ; 
bard oe Pig At | ° 


Air Strike Report 


: 7 me : 

4 i fs Se. RF 

2 { 5) i : 

i | qs sh : - 
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pom ii 5 = $5 
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Air strikes are a critical part of 
any modern military operation. 


That's what you'll be seeing a lot 
of in Death from Above. Airborne 
assaults are the core of this first 
installment of QQP’s The Pure 
Wargame. Seven different historical 
battles from WWII are here to chal- 
lenge you, as well a hypothetical 
German invasion of Great Britain. 
Each scenario uses the actual units, 
landing sites and troop make up, 
making The Pure Wargame histori- 
cally accurate. 

Relying mainly on company and 
battalion-sized forces, you must 
accomplish your goals as either the 
Allies or the Axis powers. If you 
want to be an airborne ranger, look 
no further. 


ey ‘ + «Fv 2 2 ' tistantve 
Plan your moves wisely to 
accomplish your goals. 


“o Pure Wargame 


Originality 


42 


Playability 


71 


Visuals 


JT 


Audio 


45 


Manual 


32 


Originality 


30 


Playability 


11 


Visuals 


64 


Audio 


59 


Manual 


50 


Originality 


20 


Playability 


78 


Visuals 


76 


Audio 


72 


Manual 


68 


Well, I've got no argument with the title of this series. I’ve 
never seen a game that so accurately places itself in the cen- 
ter of a genre, whole-heartedly embracing its weaknesses 
and strengths. It makes things quite easy for the consumer, 
certainly. Like wangemesigeslt’s pretty good. Don't like 
wargames? It’s pretty Dad. Lets walk down the list. Graphics 
and sound are minifial, With ine Graphics more minimal than 
usual. There are ortW"etgnt SCenarios, Dut each can be either 
rigidly historical, fictional, OF Somewhere in between, which 
provides for a bit moreMaiiety than this Sparse number would 
indicate. There's detaiaplenty, but if$ generally broken down 
into necessary and UAnetessary. TPW truly dives into the 
faults of its genre, however, with stultityingly slow play and a 
very vanilla view of objectives and scenario victory condi- 
tions. If you are a wargaming fanatic, you'll find TPW slow 
and boring, but acceptable. If not, though, you'll discover that 
QQP has done nothing to attract you here. - Kevin 


This is the Ford Fiesta of wargames: what you get are the 
basics, and there are no upgrade options. No chrome, no 
ABS, no air bags. As Henry Ford said, “You can have it in any 
color you want, as long as its black.” The graphics are gener- 
ic, the sound is gemefic, aiich the miWSiGiisaso poor you'll want 
to shut it off. | dont ¢onsider myselt a hardcore wargamer, but 
I've gotten to re¢ognize-what they like, “and this isn’t it. While 
the interface oM@fS wmiliGh, functionality; tere are certain 
things that wer@¥eit Out; Once you Plan an, attack, you can’t 
change your min@y The Varying degre4s Of difficulty and the 
ability to customize Stenanios (hough inavery limited way) 
are nice offerings) Out ine game"ullimalely lett me unsatisfied. 
There definitely shottéDe more thafeight scenarios, and 
they should offer more than just the mistakes of the European 
invasion. Every scenario has some sort of logistical error 
committed by the Allies, making you feel as though you're 
playing WWII’s Funniest Home Videos. Pure ennui. - Ted 


Undeniably an appropriate title. This is just about as stripped 
down as a wargame on a computer should get. There’s no 
black and white video clips from World War Il movies and 
other typical niceties. But who cares, right? War gamers prob- 
ably don't care foretinosestinnngs todsmuehwwhat they probably 
want are details. Wel theres novmueh ofthat either. You get 
some general statuses about casualties and unit status, but 
that’s about it. Whafthnere is a lot ofis Boredom. This is the | 
kind of game you ug@d 10 get with Several others on a few 
0.20 Inch floppies (fom Some tend: Fara core wargamers 
might be attracted 16 this prodUiGt BECause OF its title, but think 
twice. With only ei@At$cenarios and MO mission builder there 
is not that much to be attracted to. The interface is old and 
Stale, but not hard to learn; the graphics are unstimulating as 
are the half-a-dozen sound effects. QQP usually puts out 
good games—when they put some effort into them. It’s cer- 
tainly unpretentious; it’s your call. - Tasos 


You destroyed 


: their base on Mars. 
You thought that was 
the end of them. 
But deep beneath the 


Earth’s raging seas, 
their fury boils 
with a vengeance. 
Your worst nightmare 


is just beginning! 


From the makers of 
X-COM UFO Defense™ 


comes aq new 


evolution of evil. 


= 


1-800-879-PLAY. For IBM°-PC 
& Compatibles on 3.5" HD 
and on CD-ROM. 


©1995 MicroProse. All rights reserved. 


Ravenloft: 
Stone Prophet 
By SSI 
675 Almanor Ave. 
Suite 201 
Sunnyvale, CA 94086 
For Orders: 
(800) 601-PLAY 


AVERAGE SCORE: 


| Requirements _ 


368/33 (486/33 rec.), VGA, 
4MB RAM, CD-ROM 


Controller 


Mouse or Keyboard 


Hard Drive Space 


25 Meg 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


DreamForge 


Distributed By 


Mindscape 


Street Price 


959.99 


COMPUTER 
GAME 
REVIEW 


81's Newest Wrap Star... 


Ravenloft: Stone 
Prophet will make 
you want to call 
your mummy. 


The region of Har’Akir is accus- 
tomed to the travails of living in the 
desert. The blistering heat by day, 
the frigid nights, little water and 
scarce food are a way of life in this 
desert land. The people were not 
ready for the return of legendary 
(and quite mummified) ruler 
Anhktepot, though. That's why you 
are here. 

Stone Prophet marks the return to 


Fearsome monsters await 
around every corner. 


the fear-riddied world of Ravenloft. 
Har’Akir is plagued by Anhktepot’s 
rule. Your destiny is to destroy him 
and his minions. To do so, you will 
need brains and brawn. Vicious 
puzzles await you as do equally 
vicious monsters.You will face new 
monsters like Grave Elementals 
and Doom Guards. You will also 
face more puzzles than in any other 
AD&D-based computer game. 

Stone Prophet features the basic 
interface from Ravenloft, but now 
includes a new spell management 
system along with digitized voices 
and impressive cinematics. 


NPC’s will offer valuable 
information to your party. 


Originality 


46 


Playability 


74 


Visuals 


89 


Audio 


83 


Manual 


76 


Originality 


04 


Playability 


81 


Visuals 


82 


Audio 


82 


Manual 


71 


Originality 


33 


Playability 


81 


Visuals 


78 


Audio 


73 


Manual 


70 


The advantage of assembly-line production is that one prod- 
uct is very much like another. Such is the case with SSI’s 
recent AD&D products, which go well beyond genre similari- 
ties and genetic ties into cookie-cutter templates. All in this 
series have had ,dfitaliyathe sane tiieless engine, with the 
latest storyline /Stretenea thinly across ih At least Stone 
Prophet lacks th@ SGl-created @xcesses of Menzoberranzan. 
Look, if you've played any OF these Games; you know exactly 
how this one will played, THe GraphieSafe sharp and the 
sounds atmospheric; Ine Various qUesis are long and 
involved. But thé Whole thing suifers trom dull lifelessness 
that is only acc@mttatead Dy the Occasional quirks, like the 
thoroughly artificial and overblown Style in which most con- 
versations take place and the rigid nature of most interactions 
with the game. If you're a die-hard role-playing fanatic, there’s 
$0 little else out there that you'll probably have to play this. It's 
not bad, but it's a long way from interesting. - Kevin 


Due to the dearth of AD&D games currently on the market, 
you'll have to settle for this. Stone Prophet is nearly a carbon 
copy of other recent SSI efforts, only the storyline has been 
changed to protect the innocent. Basically, you wander 
around in a greatepigndesenty killit@ Da@aguys and interacting 
with the somewhat Overwhelming number of people who litter 
the place. The interace NaS improved over the original 
Ravenloft title, StafaS POSS4Ssion, aNd they've finally done 
something about the weird Scaling between people and build- 
ings (NPCs actually 100K like treyebelong there, rather than 
being a race of gi@mtS or Lilliptitiani$ WAC are too lazy to 
rebuild their world d@ Seale). HoWeWer there are far too many 
uninteresting NPCs In the land, aftrifSeems that all most of 
them really want to do is blame their own miserable, ineffec- 
tual existence on you. If you can stand the whiny nature of the 
populace and are desperate to lay your hands on any AD&D 
title, you may as well pick this one up. - Ted 


No big surprises. If you are a fan of the Ravenloft series of 
games, then you probably won't be disappointed. Compared 
to other role-playing games, however, it uses old technology 
that shows little improvement from its predecessors. 
Considering it's a@D=ROM, gameil@xpected at least visuals 
and audio to be MUCH improved /They are not, particularly the 
animations. Monsters still Nave that step-by-step frame rate 
that gives the appearance thatthe systems struggling with 
overload. Obviously; @ Penmlium OF any 4861s not, its just the 
programming ig the Same aS it aS been im the past. Stil, if 
you like the AD&D World and aré craving a role-playing game, 
considering the YeCent shortage ol them, this is pretty much 
what you have seen and might expect’ There is some nice art 
work throughout as the graphics are a bit sharper and more 
colorful. The Automap is helpful (that can be left unsaid), and 
this one shows the location of objects as well, so you can see 
if you've missed something. - Tasos 


GO HEAD TO HEAD 
WITH AN ATR WARRIOR. 


FOR REAL. 


LI. COLONEL ROBERT “MOUSE” SHAW 
VETERAN F-16 FALCON PILOT AND GENIE® USER 
HE'S JUST ONE OF HUNDREDS WHO ARE WAITING TO 
TAKE YOU ON -- ON GENTE® MULTIPLAYER GAMES. 


FOR UP TO 17 FREE GAME HOURS* 
CALL 1-800-638-9636 


TDD 1-800-238-9172 (FOR THE HEARING IMPAIRED) 


NO 5 r 4Q sro nt f n 17 n , - ict . P , lp . 
USE DE OVET 16 YEalS OF age tO SUDSCTII oF Games to De Tree Of Charge tor Up to 1/ hours, USer MUST ODServe tne following 
og a f coT a , a’a = - ~ | 
nd ¢ al | ir | alel| 


AIR WARRIOR® HARPOON™ GEMSTONE HI™ = 


ds Bie 


FEDERATION Il 
mae a8 ie titi 
. BRA EE a 
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CYBERSTRIKE™ 


OUB GAMES BLOW EVERYBODY ELSE’S AWAY! 


WD Ui ve, Don’t ‘deltree’ the feyitearltings | ere are, as far as | can determine, two overriding reasons 
tine 8H A Hockey 


why people enjoy PC sports simulations. The first is the 
46 chance to actually play sports with the big boys and recreate 
: directory just yet; Playability some of the drama of human conflict. The other is to experi- 
: ° ence the blaze a esented on TV or 
: 1ou might have a 63 in local arenas. B tely, misses both 
: hard time telling of these goals. It imulati 
the difference. Visuals aa : 
poor, and shots are 
Brett Hull Hockey 95 Brett Hull has emerged in the NHL G 8 game begins to rese er than hockey, with 
By Accolade as a star player, and with that recog- Audio | It misses the atmos- J 
nition often comes your own elec- | imi of the hockey experi- f 
5300 Stevens Creek Blvd. tronic game. Some stars like to take 1 1 ence; the sounds are tinny and AI Michael's stilted, repetitious 
San Jose, CA 95129 part in the production of a product commentary just worsens this problem. The player anima- 
(408) 985-1700 that will bare their visage and name, WUTC tions are quite good, and the control scheme works fairly well: 
Fax: (408) 246-1053 the others want their names to 80 but these small benefits can’t outweigh a mediocre engine 


appear in only one other place: on a that does nothing to advance the genre. - Kevin 


ST. ue 
NO. PENALTY 
7 S44 


Originality Boooooorrrriilinnnnng! Whoever said that imitation was the 
sincerest form of flattery should whap BH95’s designers with 

2 LS) a big stick. BH95 has “me too” written all over it; it's as sheer 

a duplicate of EA’s NHL95 as two peas in a pod. There’s 
absolutely nothing less you count the 


AVERAGE SCORE: 
ee 76 | ly take Al saying 
lf your defense isn’t solid, nds for so long, 


deflected shots can be ETE vou'll be just as | he graphics are 


dangerous. 8 2 of approximatel s NHL95 when 
you're on the ic - | | 


check with a lot of numbers follow- 
now feels sort 


Playability 


eyiteuarliisae nis game is full of surprises, but not of the serendipitous 
variety. As EA’s hockey game would probably be its main 

3 2 competition, | found Accolade’s to be very similar. Since that 
EA game engine is relatively old, | was surprised that 
Accolade would the same tired ver- 


C 7 ing the dollar sign. Audio 
Hull’s game has more than 600 
players from the NHLPA that cover to have enough PC ring up your software 
Team strengths correspond to the about seeing Brett Hull’s face pop up at every possible oppor- 
NUMber of Players way the real teams play, but from 81 tunity, BH95 is almost surely a title you'll want. Then again, 
the balance in seven different cate- 
Available For gories. 
Designed By Al Michaels will be there from the 
opening face-off to the last tick of 


Virtually all rosters from this season. ie shelf, BH95 just might be a title you'll want. If you’re also rabid 
the Coach screen you can change cael a | 
: Hit the ice with your first line and 
the clock. He knows the most promi- Playability 


nent players by name while he gives 1 1 tically scrolling 
the play-by-play of the action. 


scheme: pass, timer. With that, 
MACTUE Me it doesn’t play Scores are high 


8 1 as are the numbe aken. Thi Obably due to two 
factors: that you bag the goal and take a 


Street Price 


Audio close shot witho t passing Is not 

: very important sI and can still get 
COMPUTER 2 S 5 where you need to go“fhe graphics are a little bit better than | 
GAME SS oe “" EA's, but not much. Al Michaels’ announcing is improving 
REVIEW Take your team to the ultimate anual Bao Accolade games, but stil lacks the proper continu- J 

: hockey prize, the Stanley...er, 66 ity and inflection to make it sound natural and real. There's = 
64. : Accolade Cup. + Tasos | 


nothing new here except the play-by-play. 


WHEN THE SMOKE CLEARS 
ONLY HEROES REMA 


Orion strode across the battle worn field to gather the survivors 
among his victorious army. Two of Orion's arch rivals had been 
defeated and the bounty of Tundara Castle was secure. Yet he 


was still restless, only the destruction of the remaining warlord, 
Vesper, would satisfy him... after all, the ambitions of a true 
Hero of Might and Magic are not easily attained! 

® Complex Battle Scenarios @ Multiple, Unique Unit Types 

© Exquisite SVGA Graphics @ Unlimited Replay Value 


© Atmospheric Sound Effects 


@ Original Musical Score 


Available at your local software retailér or order direct from New } 
World Computing at 1-800-325-8898 (818-591-4136 dutside the NEW W ALD COMPUTING, ING 
U.S.), or by mail: P.O. Box 4302 Hollywood, CA 90078-4302. P.OwBox 4302, Hollywood, CA 90078 


© 1995 New World Computing, Inc. Heroes of Might and Magic fs a trademark of New World Computing) inc. New World Computing and its distinctive logo and Might and Magic areegistered 
trademarks of New Worid Computing, Inc. New World Computing, Inc. is a wholly owned subsidiary of NTN;Communieations, inc. All rights reserved. IBMesereens shawn. Actual screens may vary. 


Spinning (ut of the Turn... 


> Originality I'm not normally a fan of racing games (whee! Look, |’m going 
Hit the turbo and 63 faster than you!), but the bright bouncy feel to SuperKarts 


REVI | cut off the guy won me over anyway, probably more than the game actually 


, behind you to take Playability warrants. The concept is here, but there’s not much in the 


way of originality QpdAiROVAtioN inetiaesgame. In fact, at times 
the checkered flag. 1 G SuperKarts seengS K€ @ promotional piece, an engine that’s 


only 80% done WAOSEDURPOSe IS 10 SAOW What the designers 

MST can do. Significatit Options, like-practioe fins and personal- 
rss 3 ized leaderboards@@re absent; the feShor the engine some- 

times feels unfiniSA@G asywenn Espetiaily unfortunate are the 
squared cornersy Understand thaiame underlying engine 

might not be ableYO angie curves; Ourif the squared corners 

had been better hanated, my kart wouldn't ever have been 

stuck—which was hardly an uncommon phenomenon. Still, 

SuperKarts does have sixteen very different tracks, two basic 

modes of play, and a huge difference between difficulty lev- 

els. | found it fun in spite of its faults. - Kevin 


Most racing games give you 
speeds of 200 mph and bone-jarring 


SuperKarts wrecks. Not so with SuperKarts. 


: The machines you'll be driving have 
By GT Interactive Software top speeds of around 100 kph, but 


the tracks will make you feel like 
you're going a whole lot faster. 
Welcome to SuperKarts, a game 


16 East 40th Street 
New York, NY 10016 


For Tech Support: featuring the ultimate in low-end 
(212) 686-9432 cars and high-end game technolo- 


AVERAGE SCORE: 


gy. Capable of up to 60 frames per 


pews rey oe TA wm 4 " 
ap Lupl, SLY em AB | 
Fys, ‘wrsctantantrain 


‘4d; 
art 


eyetetirtia’g™ uperKarts has more than a few hours of mindless fun built 
into it. Although the number of tracks is limited, the varying 

12 degrees of difficulty of those tracks should provide enough 
challenge to keep you (or your noisy nephew) transfixed to 


yey your monitor for ad@WiAGis at aggtfGtle Many of the tracks 

Ol Q 1 have hidden areas; as Wel; thougn some may be difficult to 

Hit the turbo around this traverse, these afeas Qeneraily Naveran abundance of power- 
corner on the second Brazil Visuals ups in them. The Up@tad@S you Gamimake te your kart, though 


track. 87 minimal, can maké the differenée between best of show and 


386/16 or better (486/33 rec.), | 7 runner-up. This iS@ne ofthe few Games) Vetun across where 
4MB RAM, CD-ROM, VGA second, SuperKarts is only slow in PPT ee form of control makes n6 diffeSivemtie it joystick, gamepad 


Controller the relative terms of the top speeds : 9 4 or keyboard. Thé\feal story her@ is the network play though: 


Keyboard, Joystick, Gamepad  immmamulanbamlleless although the compufePopponents-ate good, there’s nothing 


Race around 16 different tracks like the unpredictability of human opponents. My only major 
= Hard Drive Space ) P Y PP pet Rage 

rae s ranging from the very easy to the OULU cine with SuperKarts is the singular lack of rounded walls: 

hii: Oe nearly impossible and each with its 90 you'll spend a lot of time backing away from the acute angles 

Number of Players own soundtrack. get power-ups to that project out into the track. - Ted 
1-2 Players (1-8 with LAN) help you win during the race, and 
between races, spend your earn- 

Available For ings on improving your kart. Play elierariinge §00 bad. This could have been a fun game. With a few 


PC and compatibles head-to-head against a friend with 


Designed By the split-screen option or hook the 


Manic Media/Williams Ent. game up with seven other racers on 


changes it would be a great network game to blow off some 
8 1 steam. The first and probably the biggest problem is the fact 
that there are no curved walls. To make it worse, many of the 


Pl ili | we | ' 
Distributed By an IPXLAN. You'll never look at ayenney turns have little Comm@S Stieking qutialteing your kart if you 
GT intoracive Gofwere racing games the same way after 84 drive too close totem: Second the Ground is flat. There are 
you've spun out in SuperKarts. jumps, but they ane just part Oh ine tack that makes your 


Street Price 


MUSTER cart bounce up in thevair Simulating a jlimp, It would improve 
$49.95 


82 the game tremeg@OUSiViiabere weeeMiis and humps. To 

summarize, the ASSUC N@re4s the@@rapnics engine. It’s old, 
Audio similar to thos® tnd im Wolensiein Or Blake Stone. 
8 5 Developing a beter engine might Nave Deen too great a task 


e@eeeeceeeeesee0 se 6 


COMPUTER 4 SN og ‘ the ere re oa atc : nen 
“ME On AEE ag Be ial ut It Is wi Out a dount t e cure or this game Ills. Last, the 
REVIEW : Two players can go head-to- track designs really need to be improved. Many of them are 


head in split-screen mode. 723 ™ so narrow it’s like racing through hallways. With no curved 
walls, it gets real tough to drive a clean lap. - Tasos 


With the right game 


it's fifty times faster 


than any kid's system. 


onsets 


mreserved. The GTE,logo is a trademark of the,GTE Corporation. GTE Entertainment, 


96rated. Argonaut, the Argonaut logo and BRenderare trademarks of Argon thorn 
ia is part of GTE Vantage incorporated. P.O. Box 4358) Carlsbad, CA 920182 PLAYER 


sith --wscrassgrmasisatemelll mnt (OG) Pm  dilacacrpspene —liy 


eres the right game. ‘“T 
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Break into a. new 

_ dimension. Attack, 
sidestep—even hurl 
your opponent 
towards the camera. 


Hear that giant sucking sound? Little bresthets everywhere are kissing up to play FX Flying 3D Camera. 
Fighter, the most advanced fighting game ever created for the PC. But before you slam Not just a highlight 
the door on the little Desperado, tell him what he's missing: ee 


*Arcaae Action & Incredible Speed. FX Fighter was specifically designed to take you attack. 
advantage of your new Pentium, but it still screams on a 486, too. 


eReal-Time 3D. FX Fighter is first to use BRender” en the most advanced 3D 
rendering system ever developed. 


eReal Motion Capture. We recorded over 350 sia sequences from martial artists and 
acrobats for this game. Roundhouse kicks have never been so smooth. 


*Flying Camera. Forget side-only views. We've got every 
angle covered—in three dimensions. 


*More Moves. Choose among eight characters, with over 40 
attack moves each—including incredible combinations. 


*!.Q. Points. For about the cost of a two-bit game cart you'll 
get a superior game with fifty times the speed, four times the 
color, and twice the resolution. Very smart. 


*Confidence. To get previews, more information or 
order, call 1-800-GTE-TODAY. Or access our web page at 
http://www.im.gte.com. 


aceil PC Gamer magazine described FX Fighter ‘as "ground-breaking." GET IT OR DIE TRYING. 
pe we're grateful. But to be honest, with all that power sitting on the desktop, we just For 486/Pentium 
felt that the last thing the world needed was another damn word-processor. " PCs with CD-ROMs. 


| G ie ; GT Entertainment., 


Taking a Walk on the Wild Side 


UK) Could Gt You Killed by Poacher 


ECO 


East Africa 


By IVI Publishing 
7500 Flying Cloud Drive 
Minneapolis, MN 55344-3739 


(612) 996-6000 


Fax: (612) 996-6001 


AVERAGE SCORE: 
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It's been a dream of yours since 
you were young to go on safari to 
Africa. Somewhere along the way, 
you decided that you also wanted to 
make a difference. Your college 
years provided you with the means 
and the background for such work, 
but it was your skill at raising money 
for the endangered animals cause 
that caught the eye of the 
Tanzanian government. 

You are the new park warden of 
the Ethemba Wildlife Refuge, a park 
that covers over 3000 square kilo- 
meters and is home to rhinos, ele- 
phants, big cats, and vast herds of 
zebra, gazelle, and wildebeest. 
You'll need to hire and train park 
rangers and medics, and, because 
keeping track of all the animals in 
the park is simply too big a job for 
you and the rangers to do properly, 
you'll also need to grant access to 
the park to scientists. Your other 
duties will include sending out 
requests for donations, information 


Poaching isa serious problem in Ethemba. 


about the park, establishing 
tourism, and all the other day-to-day 
details inherent in running an 
African wildlife refuge. This 
includes, but is not restricted to, the 
possibility of getting killed by poach- 
ers. 


THE MATTER 
OF MONEY 


Money is your biggest obstacle. 
Or rather, lack of money is your 
biggest obstacle. You'll start out 
with 20,000 Tanzanian dollars, with 
which you'll need to build your 
headquarters, ranger stations, sci- 
ence stations, airstrips, water 
pumps, tourist platforms, etc. Did | 
mention that you'll also need to buy 
supplies? On top of the physical 
plant for the park, you'll need food, 
fuel, jeeps, boats, perhaps an air- 
plane or two, rifles, pistols, ammuni- 
tion and binoculars. That original 


themba Wildlife Refuge is a sprawling game park in 
east Africa. You’ve just been hired to manage its day- 
to-day affairs, including staffing, public relations, 
tourism and fund raising. Oh, yes—and don’t neglect 
the animals. 


$20,000 is starting to look a little 
tight, isn’t it? 


Lose too much game and your 
hyenas will starve. 


Unfortunately, the Tanzanian gov- 
ernment has its own budgetary con- 
cerns; the needs of starving people 
are a whole lot more important than 
the needs of wild animals. You will 
not be receiving a whole lot of fiscal 
support from them, so you'll need to 
conduct fundraising efforts of your 
own. Various agencies and foreign 
governments will contact you, 
requesting information about the 
park; letters must be mailed out to 
them in order to obtain their financ- 
ing. Some of the groups you'll hear 
from include hunting expedition out- 
fits, animal activist groups, private 
foundations, etc. One of the nicest 
forms of support you can receive 
will be from zoos. Often they'll have 
a Captive breeding program and will 
want to release their stock back into 
the wild; your park is a perfect place 
to conduct this. Not only will you 
acquire additional game for the 
park, you'll also receive monetary 
compensation for your role in the 
effort. 

You should also think about 
tourism. Many people are willing to 
spend more than a few shekels for 
the opportunity of a photographic 


safari, and travel agencies will con- 
tact you with requests for this. The 
trouble with tourism, of course, is 
that tourists have special needs that 
must be met. First, they'll have to be 
separated from the game in some 
manner; building a tourist station in 
the park is a big help. Should you 
decide to allow limited tourism into 
the park, though, you'll need to be 
aware at all times that tourists have 
a tendency to believe that safety 
rules are for other people. Keep a 
close watch over itineraries, or you'll 
wind up with human slaughter. 
Admitting scientific research in 
Ethemba is one of your best 
sources of income, and it helps you 
in ways that you wouldn't believe. 
For one thing, you needn't worry 
about supplying the scientists with 
food; they’re working from research 
grants and will acquire all the sup- 


If you stumble across a 
poachers’ camp, burn it. 


killed by a band of them when he 
attempted a raid on one of their 
camps. The poachers are here to 
collect ivory, rhino horn and animal 
pelts for sale on the black market. 
Although these poachers are gener- 
ally desperately poor, they are also 
well-armed. Poverty has a way of 
ordering your priorities. Murder is 
low on the totem pole of morally out- 
rageous acts, and cowardice is a 
sought-after trait. Fear approaching 
these dangerous outlaws like you 
fear nothing else. 


You get to do administrative work 


most of the time, reading mail and 
sending out form letters. 


plies they need. The biggest benefit, 
though, is that scientists keep 
detailed logbooks and are willing to 
share their data with you. Since 
each scientist will have their niche 
field to study, you'll soon get infor- 
mation about what types of animals 
are in the park, as well as accurate 
population counts. This data can be 
invaluable in obtaining aid from out- 
side sources. 


THE PROBLEM 
WITH POACHERS 


Poachers are a big problem in 
your park. Your predecessor was 


ages Migwehili, Magiier 


reer, wack em 


Ranger biographies help you 
assign duties. 


Despite the knot you'll feel in your 
gut every time you spot a poaching 
camp, you will need to weed the 
park of them. There are two meth- 
ods for taking care of them. The first 
Is to simply put their camp to the 
torch. While this eliminates the 
camp, it does not eliminate the 
poachers. In order to be rid of the 
poachers, you'll need to adopt the 
second tactic: armed raids. Once 
you've found a camp, gather all your 
rangers together at the nearest 
ranger station, and attack the camp 
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Eco: East Africa is a wonderful idea for a game that got 
bogged down somewhere along its development path. The 
idea of a “SimReserve’ is a fine one, as is the low-involve- 
ment ‘tourist’ mode that showcases the crisply beautiful 
African scenery | owns and dawns in 
the park can be is can be a beau- 
tiful ‘coffee tab! , the product falls 
, Most notably in 
he park is made 
design. Much of 
ecretary, answer- 
a brittle and finicky 

interface. Maintaining a fragile ecosystem is obviously very 
difficult, but it's made even more difficult by the singular lack 
of meaningful feedback on poaching and other hazards 
befalling the park. As a whole, the experience has a very 
fresh, clean and unfinished feel to it. - Kevin 


down In several 

its interface mishan 
very difficult, not ju 
your work as a wa 


Having been raised not only in Virginia, but also with my 
brother, | have a deep fondness for wild animals. ECO East 
Africa is a beautiful game searching for an interface. The 
game captures well the feel that you're in a race against time 
as you struggle to t lidlife Refuge back to 
prosperity. The ¢ raphs lend them- 
selves to drawi imals have obvi- 
ously been hand 

is ECO’s biggest 

frustrating to usé 

at your desk an 

right-click to close 

quarters building. Fo the logic of which | 
cant puzzle out, although you were just sitting at your desk, 
youre now standing 100 yards away from the building your 
desk is in. Despite this, ECO is well worth the effort of play- 
ing because the game’s topic is so exceptional. -Ted 


| doubt that this will be the last environmentally conscious 
games. The problem with the ones I've seen is that they have 
noble motives but lack in good ideas. Eco suffers from the 
same disease. The concept is not bad, it is the implementa- 
tion that needs h well-minded folks 
sitting around dis is. It should have 
photos of the bu facing across the 
screen and amb , what should the 
player do? That's put e horse. You get to 
do administrative w e, reading mail and 
sending out form le out you but that’s not 
exactly my idea o ough that you start the 
game without a pot to p...with nothing but a little cash, but no 
help either. This game is not very educational, interesting or 
fun. Next time somebody plans to make a GAME concerning 
an environmental issue, they should first remember why 
someone would want to buy it. -Tasos 


: COMPUTER 
en masse. With luck, your rangers CAME 
Keep the park’s villagers will escape without injury. Keep a REVIEW 


medic nearby to help out in case of 
trouble. 


happy with grazing land. 
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Can Get Hotter in the Jungle 


editiieligs Jungle Strike shows amazing depth of play for a game that 
7 3 might strike many as a direct-from-console conversion. Sure, 


The popular 


Gremlin game it's rife with plug’n’play sensibilities, such as the password 


REVIEN 


: Desert Strike has Playability protection for the various mission levels instead of a save fea- 
; d | ture, which can besV@rytrustratingdoseGeregulars. Sure, the 
: BPaWaret a Sea 18 various missiong afeé simplistic, often Doiling down to little 


more than search and destroy. But the various terrains, oppo- 

MIELE nents and other strategic Options available mark this as more 
7 & than it might seem, | did find the control Scheme very difficult 
to acclimate myself to, which piled on a Dit more frustration. 

Audio I've listed a large number of minuses here, which might seem 
to contradict my final score; but the bottom line is, despite all 


: Isn't it always the case? You kill off 
some madman and there is a psy- 
chotic in his family preparing to fill 
papa’s shoes. Kilbaba Jr. has it out 
for the entire United States to satis- 


Jungle Strike 


By U.S. Gold 


303 Sacramento Street RPE Gear sama ae : 3 6 gq its faults, Jungle Strikes pretty darn fun to play, with enough 
to you to stop him like you did his cl ) 4 
San Francisco, CA 94111 taihar Se missions (and depth of play in those missions) to warrant a 


closer look by action fans. People who enjoyed the Genesis 
incarnation of Desert Strike and who have graduated to a PC 


should take a look at this ASAP. - Kevin 


(415) 693-0297 Kilbaba has joined forces with 
Fax: (415) 693-0698 Carlos Ortega, a powerful South 62 


American Drug Lord, to use his 


AVERAGE SCORE: 


368/33, 4MB RAM, DOS 5+, 7 , | to undertake in order to Win the game consist of varying num- 
VGA facilities for transporting the mater- FRPPT Pe crs of missions; fail any single mission and you have to 


Controller al to make atomic weapons. 7 2 restart the entire campaign. While this sounds like a drag, the 


Joystick or Keyboard Fortunately for America, their plan is game is engrossing énotigh that you don't get bored with rep- 


still in its early stages as they start tition. As frustrating as this sounds, you'll still get the han- 
Hard Drive Space g , you g 
to collect and assemble the material CULTURE ering to start the campaign again and play it until you win. 


Originality Bice still consider the acting in the video sequences from 
CyClones to be the worst I’ve ever witnessed in a computer 

6 5 game, Jungle Strike comes pretty close to taking that award 
FRET away. Fortunately, there’s little reason to watch them, as all 
the information you'd Getiirom them Caliioe looked up in the 


Playability 


an 


fd me 87 m mission briefing Screens. Jungle Strike is totally mindless 
The CD-ROM version includes entertainment, but i's good mindless entertainment. A simple 
} video to propel the plot. Visuals interface combined with some’ challenging missions makes 


8 T for a very playable game. The eight Campaigns that you need 


4M , | 4 | 
“7 that they need. | | : 8 oO Personally, my favorite portion of the game is in the first cam- 
Number of Players After you destroy their terrorist paign, where you can destroy the IRS building. - Ted 
One Player ° headquarters and their stronghold 
: in our nation’s capital, you'll get 
Available For information as to their whereabouts felatelielisge oince most computer games are thought-provoking and usu- 
PC and compatibles in the jungle. ally take a lot of concentration to play successfully, it’s nice to 
Designed By You'll be controlling a Comanche 56 sit down with a brainless shooter once in a while. Simple con- 
Gremlin Interactive Helicopter, a F-117A Nighthawk Playability trols and fast-paced action provide just the remedy for reliev- 
Distributed By Stealth Fighter, an Assault Cycle or ing a little stress. In addition to those leatures, Jungle Strike 
US Gold an XL-9 hovercraft, each with own 84 provides a simple map that shows the locations of resources 


arsenal of weapons. and mission objectives t0 help you navigate your way around 
WICTUE LEME the game. This \is particularly handy when fuel is scarce. 
5 Ley However, | do not like the fact that most objects cannot be 

picked up until all enemies are cleared trom the immediate 
Audio vicinity. And the hover crait will destroy the Objects if they are 

not run into slow enough which Can De devastating to an 
8 3 entire operation. | alsofad a proplemwith aiming, even with 


Street Price 


$49.99 


COMPUTER : Naa ee 

CAME : ee a good marksman as my co-pilot, and | think fuel is depleted 

REVIEW : Beet wlecian ja enniided WUE (00 fast or you should be given a full overhaul by returning to 
: into smaller parts that you & e your Home Base. If you're expected to go it alone, you could 

72 complete in order. at least be given enough supplies. - Tasos 
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7 49 with Visa/MC (North América only). 
Screens shown: 256-color SVGA. | 
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‘WORLD 
are trademarks of Strategic Simulations, 
Inc. ©1995 Strategic Simulations, Inc: 
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Clockwerx 
By Spectrum HoloByte 
2490 Mariner Square Loop 
Alameda, CA 94501 
(510) 522-1164 
Fax: (510) 522-9357 
for customer support: 
Internet: support@holobyte.com 


AVERAGE SCORE: 


| Requirements | 


386DX/33 or better, 4MB RAM, 
SVGA, Windows 


Controller 


Mouse, Keyboard 


Hard Drive Space 


5 Meg 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


Callisto Software 


Distributed By 


Spectrum HoloByte 


Street Price 


$29.99 
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This Game Plays Like,..Clockwork 


Get your clock 
hand home in time 
for dinner. 


In Clockwerx, the object is simple. 
You have a clock hand that is con- 
stantly spinning. It needs to get 
back to it’s home dot by moving 
from dot to dot across the board. 
Along the way, your hand can pick 
up bonuses by spinning over things 
or by moving onto a bonus dot. 
Sound easy? 

Think again. You will face enemy 
clock hands whose touch is deadly. 
Oil globs, if touched, will chase you 


see SOE ae Aa ee ARBEIN,. ee™ 


Spin your yellow clock hand 
past the red ones to make it to 
Safety. 


and multiply as they do, increasing 
the danger. You'll have to touch off 
explosives, but spinning over the 
fuse will kill you instantly. To top it 
off, you've got to get home with a 
time limit running. The goal is to 
score aS many points as possible 
and still make it safely home. 
Getting killed sends you back to the 
start of the level or the last save 
position you've clicked on. 

Clockwerx features four levels of 
difficulty, so you can find the right 
level of challenge for any gamer. 
There are also 100 levels of 
increasing difficulty. 
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Think this level looks difficult? 
Too bad it’s only level 29! 
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ClockWerx is an intriguing hybrid, part puzzle game, part 
action game. Actually, there’s a great deal more action than 
logic here; most of the levels can be blindly swung through if 
one possesses the necessary dexterity and alacrity. There is 
strategy, but it's mongOf the. Waatecloskdesnow?” variety than 
the careful planning Of many puzzie Games. Still, that’s hard- 
ly a bad thing; a@ton games are generally more accessible 
than puzzle gamés, aad GlockWerxs Gentainly accessible to 
even non-gamers@WiHh HS sunny GOIGF Scheme and bright 
soundtrack—it dfeW @ crOWd everytime! played it. So it has 
whimsy; the questOmis, i$ that whimsy Sustainable? With 100 
levels, the first joUmey through will Certainly take the average 
player some time to Complete. Unfortunately, the four differ- 
ent skill levels concentrate more on increasing the twitch dif- 
ficulty than the thought difficulty, making multiple trips through 
rather repetitious. Nonetheless, ClockWerx is a solid and 
Original take on the arcade/puzzle hybrid. - Kevin 


ClockWerx is billed as a puzzle game, but that moniker is not 
necessarily true. It strikes me as being much more of an 
arcade action game, since the so-called “puzzle” portion of 
the game depends upon your sense of timing more than any- 
thing else. Despite@@SE%bjectlongeGioekWerx is an enjoy- 
able game, and Gam See many 10st hours of productivity 
ahead for those WAO Buy if. 1's addictive as all get-out, and 
youll find yourself Saying, JusPOne more level” more often 
than you think yg are. One of AA Nicest things about 
ClockWerx is thai # you gomt feel ike playing under a time 
constraint, you GOAT Rave to. Whilé puzzle games with time 
limits are certainly more Challenging than those without, there 
are times I'd prefer NOftO have to play beat the clock. The 
movements of the clock hand are straightforward and the 
interface is easy to learn, but | still found that my brain would 
play tricks on my hands occasionally, making me press the 
wrong key and find ing myself starting the level over. - Ted 


Alexey is back to disrupt the productivity of Windows users 
everywhere (or at least his name is)! It may come as no sur- 
prise this latest product will probably not make as much of an 
impact as Tetris did, mainly because it gets hard to play after 
only a short timegthiGUGiieh am notequitessure why. | think it 
may have to do svi the Constant spinning Motion of the clock 
hands and trying to 1ollow them. Our brains may have an eas- 
ler time with linear movement than rotational. Still, it is quite 
possible that ClagkWer Could| Become popular for the sheer 
originality of thé Gomcept. The Control scheme is simple, but 
takes a little whN to.get Used 10 since you are merely redi- 
recting your clock Mand. The obstaclés and game play itself 
make things pretty chatfénging, even at the easiest level. The 
game environment is pleasant, as the graphics are stripped 
down and functional, and the sound effects are recognizable 
for the actions from which they originate. Don’t throw your 
Tetris away yet, just minimize it for a little while. - Tasos 
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INTERACTIVE 


No rule ts set 
in stone as to 
what 
constitutes too 
expensive or 
too powerful, 
but a Silicon 
Graphics 
Onyx would 
probably fit 
this particular 
designation... 
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Personal Computers and the Federal 
Communications Commision 


Or, what the heck 
is the difference 
between a Class A 
and a Class B 
digital device? 


Although there are many aspects 
of government that really bug me, 
such as the manner in which 
Congress continues to throw away 
my money on worthless public pro- 
grams and political pork barrels, | 
have few problems with the Federal 
Communications |= Commission. 
Their rules separating into two 
broad classes all digital devices are 
relatively straightforward, and, most 
surprising for a governmental 
agency, fairly simple. 

A digital device is defined by the 
FCC as any “device or system that 
generates and uses digital timing 
signals operating at greater than 
9000 cycles per second (9 kHz).” 
Any computer falls within the above 
guideline, including that dusty 
Sinclair you’ve got stuffed away in 
the attic. Digital devices must be 
designed to contain radio frequency 
emissions so that they do not inter- 
fere with any radio communications. 
Imagine the disasters that might 
occur if your PC or Mac interfered 
with the radio signals used by your 


" local police, fire and ambulance ser- 


vices. 

Class A computers are those that 
are peculiarly suited only to busi- 
ness, industrial, and commercial 
purposes. Mainframe computers, 
therefore, are classified as Class A 
devices, as they are unlikely to be 
used in the home environment. If, 
however, a company marketed 
such a mainframe for home use, 
they would have to ensure that it 
complied with the FCC rules regard- 
ing Class B devices. Putting an ad 
for a mainframe in a general pur- 


pose magazine (such as CGR) with 
the words “For business purposes 
only” is a strict no-no, unless the 
mainframe were certified as a Class 
B device. 

Class B computers are those that 
are suited primarily to home use. All 
personal computers and laptops 
are, by law, Class B devices. The 
regimentation of a Class B device 
are as follows: it must have been 
marketed to the general public 
through a retail dealer or via direct 
mail, and it must operate from bat- 
tery or 120 volt AC current. Class A 
devices are generally run from 
industrial grade 230 volt current. 

The FCC, never one to trample 
too harshly on the bunions of busi- 
ness, provides manufacturers an 
out on some devices. It will grade as 
a Class A device (with much more 
lenient interference standards) any 
personal computer that a company 
can prove is too expensive or deliv- 
ers too high performance for the 
average home user. No rule is set in 
stone as to what constitutes too 
expensive or too powerful, but a 
Silicon Graphics Onyx would proba- 
bly fit this particular designation; few 
people could afford to purchase one 
for home use, and why would they 
want to? The guideline the FCC 


The Spirit of the Radio 


seems to use is a baseline price 
(retail) that exceeds $5000.00. We'll 
see how this particular loophole 
stands the test of time, though, as 
the price vs. performance barrier 
continues to degrade. 

The technical standards which a 
Class B device must meet are 
designed so protect equipment 
which rely on radio frequencies from 
interference to a distance of approx- 
imately 10 meters away. Anything 
falling within that 10 meter radius is 
fair game to the FCC, because com- 
puters can generally be moved if 
they exhibit any interference-caus- 
ing characteristics. 

Penalties for causing interference 
are strict, though. If your computer 
is scrambling radio traffic in your 
neighborhood, the most the FCC 
can do is tell you to shut off your 
equipment and correct the problem. 
If you are selling non-compliant 
equipment, the punishment is one 
I'd rather not face. Enforcement 
actions result in one or more of the 
following: forfeiture of all non-com- 
pliant equipment; cash criminal 
penalty up to $200K; a fine totalling 
twice the gross gain obtained from 
sales of the non-compliant equip- 
ment; and a $10K fine per violation 
per day. - Ted Chapman 


Look at the 
production quality. 
- Look at the 
exciting gameplay. 
_ Look at that 


nifty leather vest. 


Better yet, look who’s inside that vest — Tia 


20 ey Carrere (you know, True Lies and Wayne’s 


World). Put her together with film- quality 


production and intense gameplay, and you have The Daedalus Encounter™ 
A sci-fi adventure where you become entangled with a biological space 
organism heading for a binary star. To move the ship from its deadly 
course you must solve countless puzzles, navigate the ship’ s web of tunnels 


and battle aliens. Ivsa sci-fi adventure of epic, 


as well as active. proportions. 


oe t Naviganta QuickTime)” over two hours of 
live-action, full-motion video, and 3-D 
rendered art and environments. 


Per WAY ew! 


e Three CD-ROM set of arcade-style action, 
interrelated puzzles, exploration, mazes 
and eens connor 


Copyright © 1995 Virgin pence Ent ertainment, inc. All rights reserved. Created by Mechadeus: 
Int eractly ve Entertainment, Ine. as isa registered t trademark of Virgin Enterprises, Ltd. QuickTime isa radomark ko hope 
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GameNet 


w/ Marathon Bundle 


By Photonics 


2940 North First Street 
San Jose, CA 95134 


(408) 955-7930 


Fax: (408) 955-7950 


Available For 


Macintosh SE or better 


Designed By 


Photonics 


Distributed By 


| Photonics 


Retail Price 


$199.00 
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Get Your Boss Riled Up! 


Danger! Danger! 
Impending loss of 
productivity! 
Install at your 
own risk! 


Be forewarned: installing the 
GameNet may result in a certain 
amount of displeasure from your 
superiors. Since we have only one 
Macintosh in the CGR office, | wan- 
dered down the hall to our sister 
publication, Electronic Gaming 
Monthly, where Mac systems are 
abundant. Within one hour of 
installing the GameNet and 
Marathon (which is offered in a 
bundling agreement with Bungie 
Software), EGM’s editor told all par- 
ties involved to cease and desist. 
Excellent! 

Basically, GameNet is a wireless 
network system. Instead of having 
to hassle with wires stretching from 
machine to machine, GameNet 
offers an infrared solution. It is com- 
patible with all network software for 
the Mac, supporting other network- 
able games, file sharing, printer 
sharing, and PowerBook synchro- 
nization. The infrared transceivers 
are about the size of a standard 
cassette tape and are almost hemi- 
spherically omnidirectional. The net- 
work requires no setup software or 
special configurations; simply plug it 
in and go. GameNet can also be 
used to connect to LaserWriter 
printers; connecting the GameNet 
to a standard wired network gives 
you access to that network's capa- 
bilities. Naturally, GameNet’s speci- 
fications allow it to interface trans- 
parently with Photonics other wire- 
less networking system, the COOP- 
ERATIVE network for Macintosh 
and Newton (in actuality, the 
GameNet adapters and the COOP- 
ERATIVE adapters are one and the 
same; you simply get gaming soft- 
ware bundled with GameNet). Each 
GameNet system includes the full 
and network versions and two 
GameNet IR adapters. 


GameNet: the infrared Mac network in a box. 


TECHNICAL NOTES 


Although it may seem a little silly, 
you could hook up 254 of these little 
beauties per network. Most games 
(in fact, every game | can think of) 
won't support anywhere near that 
many users on one network game. 
The adapters connect to two ports 
on your Mac: the printer port and an 
ADB port. The connector for the 
ADB port has a passthrough, while 
the printer port connector does not. 
The data transmission speed is 
rated at 230.4 Kbps, and the 
adapters are compatible with most 
popular networking software. 

One thing you'll need to keep in 
mind is that, since data transmis- 
sion takes place across reflective 
line-of-sight, all the computers you'll 
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Usefulness 
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figurations. 


machines we teste 

order to keep those systems from crashing when we started 
Marathon. The only explanation | can offer for this behavior is 
that the systems in question have some unusual startup con- 


be connecting will need to be in one 
room, or have nice reflective sur- 
faces linking them. The transmis- 
sion distance is approximately 35 
feet with any sort of reliability, and 
that reliability decreases with soft or 
bright reflection. The technical 
specs sheet lists the optimal room 
size as 25’ by 25’ with an eight- to 
twelve-foot ceiling height. While 
reasonably lit acoustical ceiling tiles 
make for decent IR reflection, large 
windows and dark ceilings do not. 
Another aspect to consider is that 
the adapters can be “blinded,” so 
avoid placing them in direct sunlight 
or near incandescent light sources 
or wastebasket fires. Power is 
drawn from the Mac’s ADB port, so 
you won't need to waste money on 
batteries. - Ted Chapman 


While you'll never get the same kind of performance out of 
this network as you would out of an Ethernet package, the 
GameNet provided some solid network game play, with 
caveats. The first caveat is that the network operates with the 


nfiguration. One 
at, on two of the 


- Ted 


*GameNet was tested on four Quadras: two 840s and two 800s. 


Its like nothing you've ever felt 
before. It starts as infatuation and 
becomes an obsession with adventure, 
excitement and sweet experience. 

Transform a bland PC into your 
fantasy system. A concert hall. A 
time machine. An interactive movie. 
Install a Diamond multimedia kit, 
sit back, close your eyes and enjoy 
the crystal clear, 
CD-quality sound. 


Open them and 


@ Quad-speed CD-ROM 
drive (600 KB/s 
transfer rate) 

@ 16-bit wavetable 
upgradable 
sound card 

¢ Quality speakers 

Tailored software 

# 1 year warranty 


drink in the 
pulse-lifting 


od 


power of quad- 
speed CD-ROM 
drives, the heart of multimedia. 

With the most complete line of 


quad-speed multimedia upgrade 


su iiAED 
Premium 5000 
kit with all the extras, to kits for 


“no compromise” Premium 


5000 
The ultimate 
in quad-speed 
power $449! 


gamers, education and small and 
Nome businesses. 

We make it easy to get involved, 
with simple instaliation and operation. 
“Installing the 
5000 was as easy 


as could be.” 


Multimedia 
World 4/95. 

Plus the SOHO 6000 Value 4000 Educator 3000 Quad 500 
veces ies 2 Designed Affordable Perfect for Turbo charge 
comfort of 24- for today’s CD-ROM young your multimedia 

5 sare Ta home office power children PC with quad- 
hour fax-back $399! $399! $399! speed $249! 
and on-line 
Support service. 

For more information contact your 
local dealer or call Diamond at - 


1-800-4-MULTIMEDIA today. 


kits anywhere, Diamond gives you Diamond Multimedia Kits. Isn't it DIAMOND 
the beauty of choice. From our time you made the move? MUtLTIME D 
24-Hour Fax-Back: 1-800-380-0030 « asin net: www.diamondmm.con 
©1995 Diamond Multimedia Systems, Inc., 2880 Junction Avenue, San Jose, CA 95134-1922. All trademarks and registered trademarks are the property of their respec 
sats av, Tew cee NCRCS = See in 
OMP:#=. cum =—micocn = ELEN-TEK five @ scotearsomune? “Ne good guys! 


J-688 Speakers 


By Jazz Speakers 


1217 John Reed Court 
Industry, CA 91745 


(818) 336-2689 


Fax: (818) 336-2489 


Available For 
Designed By 
Distributed By 


Street Price 


COMPUTER 
GAME 
REVIEW 


The Multimedia 


Please leave your 
keyboard now. You 
have ten seconds to 
comply.” 


The term “hulking” leapt to mind 
when | first set these speakers up. 
They’re big. In fact, they’re bigger 
than just big. They're... well, Aulk- 
ing. The footprint on each of these 
speakers Is about six inches in each 
direction, and even though thirty-six 
Square inches doesn’t sound like a 
lot of real estate, I'd be hard 
pressed to find that much room on a 
good day on my desk at home. Of 
course, I’m something of an organi- 
Zational idiot at home, and my desk 
has developed suburban sprawl. 

The technical specification sheet 
gives you some fairly plausible rea- 
son for considering freeing up that 
space, though. The bass-reflex 
ports on these speakers produce 
excellent reproduction of the lower 
bass frequencies, while the internal 
amplifier is rated at 14 watts RMS 
(30 watts max). The four-inch 
midrange and two-inch tweeter 
cones deliver a combined frequency 
response range of 50Hz to 20kHz, 
nearly the entire spectrum of audi- 
ble sound. Both speakers are mag- 
netically shielded so you don't get 
any interference from or to your 
monitor or CPU. Put in layman’s 
terms, the J-688s are quality speak- 
ers. 

Which they need to be, consider- 
ing the styling. In general, styling 
like this tends to make me physical- 
ly ill. It's sort of a retro seventies 
thing; when | set them up, they 
reminded me of nothing other than 
those weird “eyeball-on-a-stick” 
speakers from that era. You remem- 
ber the look: it was utilized for 
everything from TVs to filing cabi- 
nets, and usually came in a stan- 
dard black and white color combina- 
tion. Before | get lots of hate mail 
from readers who are into the whole 
retro styling thing, let me just say for 
the record that | have nothing 


Time to get all Jazzed up, again: Jazz’s J-688s. 


against that sort of thing; it’s just not 
my bag. And, although I’ve men- 
tioned a particular styling reference 
here, the J-688 speakers don't actu- 
ally look like the EOAS style; they 
are simply reminiscent (to me) of 
that type of styling. 

For those of you who are into the 
whole karaoke/multimedia presen- 
tation thing, the speakers have a 
built-in microphone jack that can be 
used independently or mixed with 
another audio source. That's right: 
instead of simply annoying your 
neighbors with computer game 
sounds, you can annoy them with 
your own voice! Ain't technology 
wunnerful? You also get a head- 
phone jack built into the front of the 
control speaker for those late nights 
when you want to continue playing 


your game but your spousal equiva- 
lent wants to retire. Again, ain't 
technology wunnerful? 


TECHNICAL NOTES 


Not much to cover here. The one 
feature of these speakers that | 
enjoyed not having to deal with is 
an AC/DC transformer. Most pow- 
ered speakers I’ve come across 
have a transformer at the plug end, 
whether the speakers could ever be 
powered by battery or not. Since 
most transformers take up more 
Space on your power strip than a 
standard plug would, it’s nice to see 
that Jazz simply did away with that 
whole concept. The only thing you 
have to find room for is a simple AC 


plug. 


Installation 


N/A 


Ease of Use 


NA 


Durability 


92 


Usefulness 


90 


Manual 


N/A 


For those of you who don't get the reference, ED-209 is the 
evil robot from the original RoboCop movie. Now then: the J- 
688s are impressive in the extreme. Although | don't particu- 
larly care for the cabinet design, the speakers themselves 
sound terrific. Th mal di peven when cranked 
up to maximum hich, | don't recom- 
mend leaving t ytput, as that has 
the deleterious The controls on 
them are of hig nce | had set the 
treble and bass refer, there wasn't 
much need to . Case construc- 
tion Is good; | k (the one with all 
the switches and k off my deSk*a couple of times, and 
nothing seemed to come of it except a smudge from some- 
thing of indeterminate origin residing on the floor where the 
speaker landed. So if you can free up some desktop acreage 
and like the styling, the J-688s may be for you. - Ted 


With all due respect to 


Minnesota and Atlanta, 
HardBall may be the 
greatest series of all time. 


“HardBall 4 isn’t rrr | “HardBall 4 is 
merely better (than “i | eee without a doubt 
ESPN Baseball), est eee eee the most realistic 
it’s in another Sia a baseball simulation 
league entirely.” oS eee you can buy.” 

- Entertainment a : seigieitre —— - Electronic 
Weekly s im peeiage pager Entertainment 


ae me? Bi! “Great graphics and 


fantastic arcade action 
are what have made the 
HardBall series the most 
popular action-oriented 
ball games around.” , if oa 
— Computer ee acu m1 
Gaming World sone. poh 


There is no debate. HardBall is the best-selling PC baseball game series of all time. And now, HardBall 4 
has refined playability and realism to an unfair level that has the experts adjective-silly. You get 
28 stadiums that are now more detailed, from the nasty winds at The Stick to the ERA-bruising 
altitude at Mile High. Stat compilation in over 75 categories. And HardBall’s greatest — 
ever, with unequalled high-resolution digitized video graphics that'll have you 
Swearing you see all 108 stitches. If you want a PC baseball game, get HardBall 4. 
And when talk turns to the greatest game ever, you can say you were there. 
Want to try HardBall 4? Download the demo from the internet via anonymous ftp or through your WWW Browser at ftp://ftp.netcom.com/pub/ac/accolade/hb4demo.zip or via our BBS at 408-296-8800. 


HardBall 4, Sport Accolade, and the Sport Accolade logo are trademarks of Accolade, Inc. ©1994. Accolade is an official licensee of the Major League Baseball Players Association. OMLBPA MSA . 
Distributed by WEA (Warner/Elektra/Atlantic Corp.), a Warner Music Group Company. All rights reserved 


Pump Up the Volume 


True high fidelity 
sound arrives for 
your multimedia 
system. 


Another product has come to me 
from out of the blue, and again I’m 
surprised by the things | miss. From 
Micro Multimedia Labs comes the 
PCAmp, an amplifier/speaker bun- 
dle that has some of the most 
impressive specs I’ve ever come 
across in the computer sound mar- 
ketplace. 

To begin with, the power rating on 
the amplifier is 40 watts continuous 
RMS into 8 ohms with less than 1% 
total harmonic distortion. Powerful 
and clean. A five-band graphic 
equalizer (20Hz to 20KHz) is built- 
in, although how much use you'll get 
from it depends on your own prefer- 
ences. | set it and forgot about it. 


L> Barrel Roll Attack. 


+ 


Low Speed Yoyo. 


=. SSS See 


High fidelity audio 


The AC power coil inside emits 
almost zero radio frequency and 
electromagnetic interference, so 
you can place the amplifier under 
your monitor with no ill effects. The 
various controls include volume, 
balance and microphone gain 


Offset Head-on Pass. 


ce 


Barrel Roll. 


knobs, the already noted graphic 
equalizer, a subwoofer power slide, 
on/off switches for auxiliary compo- 
nents, microphone input, equalizer 
and amplifier, and jacks for connect- 
ing professional quality micro- 
phones and headphones (1/4” 


The Immelman. 


Rollaway. 


jacks). The back of the unit is equal- 
ly impressive; all the RCA jacks are 
gold-plated for superior signal trans- 
fer. The amplifier is protected from 
overload by a 3 amp glass fuse. 
The speakers are no less impres- 
sive. They feature a frequency 
response range from 20Hz to 
22KHz, exceeding the spectrum of 
human hearing in both directions. 
The 5.25” woofer/midrange cones 
are polypropylene with a 10 ounce 
magnet, while the tweeters are 


fashioned from polymylar with 


neodymium magnets. Tuned dual 
bass-reflex ports ensure positive 
bass response, while the internal 
fiberglass lining helps eliminate 
high-end squealing and wave can- 
cellation and _— reinforcement. 
Needless to say, both speakers are 
magnetically shielded. Their mea- 
Surements are a bit staggering, at 
9.5°Hx6.5”Wx7’D. | would ordinarily 
consider this a burdensome use of 
desktop space, but the system also 
comes with twelve feet of speaker 
cable per speaker. Put ‘em where 
you want ‘em. 


WingMan 4 
Extreme — 
conforms to “=a 
all required 

joy stick 

standards. 
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TECHNICAL NOTES 


While the installation of these 
Speakers was a little more complex 
than usual, even technical idiots 
should have no trouble with it. The 
inclusion of a subwoofer jack on the 
back of the unit is nice, but because 
of the amplifier specs, you'll need to 
be very particular about the type of 
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than able to bring 


was the key to su 
matters of radio interé 


tenants in the build 
the PCAmp has its roo 


subwoofer you connect to the unit. | 
particularly appreciate the 1/4” 
headphone jack built into the face of 
the amplifier; | can’t begin to tell you 
how much | prefer the sound | get 
from my big clunky Technics home 
stereo headphones to the abysmal- 
ly insufficient sound | associate with 
most “personal stereo” type head- 
phones. - Ted Chapman 


One of the great mysteries of the PCAmp | received was in its 
Shielding from radio frequency interference. | kept picking up 
what | believed was local CB traffic from the highway that 
runs by our place about two miles away. As it turns out, | 
Started listening closg | 


hat was belag said, and | found 
us airplanes which 
to O'Hare Airport. 
lem; turning it 90° 
hy; I'm not ken to 
proved itself more 


ints from the other 


more than capable of powering a home theatre subwoofer 
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(indeed, there’s even a jack for one on the rear of the unit). 
Although the package falls in the $200 price range, gamers 
who want great sound will want to pick it up. 


- Ted 
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the joystick has been perfected. Never has guidance control been so fluid, 

trigger action so responsive, view control so easy. WingMan Extreme can 

be the difference between the thrill of victory and the ejection seat of 
defeat: a solid professional in a field of puny lightweights. WingMan 

@ Extreme is waiting at your dealer, or to get product information by 


fax, call 1 800 245 0000 and request document #7014. 
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iInmae 


PCAmp 
Audio System 


By Micro Multimedia Labs 
458 Main Street 
Reisterstown, MD 21117 
(410) 429-4300 
Fax: (410) 429-2919 


Available For 


Mac, PC and compatibles 


Designed By 


Micro Multimedia Labs 


Distributed By 


Micro Multimedia Labs 


Street Price 


D199.00 
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Warriors of the cyber skies rejoice: project WingMan Extreme is complete, 
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‘BEST 


GET A GRIPT ON THE LATEST TECHNOLOGICAL 
BREAKTHROUGH IN 3D GAME INTERACTION! 


PLAY DOOM, ROTT; DARK FORCES” AT BRAINSPEED, NOT KEYBOARD SPEED! 


poom™ DOOM II” 
DESCENT” 

*RISE OF THE TRIAD™ 
HERETIC®” 
DARK FORCES™ 
X-WING” 
SYSTEM SHOCK™ 
WOLFENSTEIN”. 
BLAKE STONE™ 
CORRID 


Pioneer Owner Perks! and POPs! 


” 
! 


er!”, “GET A GRIP : e 
respective owners. © 1995, Spacetec. IMC.Corporation. All Rights Reserved. : 


The 


d SpaceWare at 


are trademarks of Spacetec IMC Corporation. All other 
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ENEMIES TO YOUR LEFT... 
ENEMIES TO YOUR RIGHT... 


AND THAT JERK IN FRONT OF YOU! 


YOUR INSTINETS TELL YoU TO DUCK, 
DIVE, ROLL, SPIN AROUND —- FIRING 
MEGATON BLASTS IN EVERY DIRECTION... 


.. BUT, your FINGERS GET CONFUSED... 
was it [ALT ][SHIFT][LEFT] 


on [CTRLJ[ALT][UP]? AND you 
BLAM! too tate. you're WILE GET... 


"6 ay 


ATE 


) VALUABLE POPs! COUPONS Worth 20%-30% OFF Additional 
ENTER THE t SPAGEBALL: ‘AvenceR: i Spaceball® Avengers (for Friends) and New Accessories. 
YOUR INSTINGTS FINALLY BECOME REALITY. 3 FREE Pi/Ps! DEMOS, Upgrades, Advanced Level Trainers and 
Drivers for New Release Avenger Activated 3D Action Games. 
IN YOUR LEFT HAND - simply GRASP THE FREE 15 MINUTES Long Distance Calling Time with your Limited 


POWERSENSOR™ BALL AND WITH LIGHT FINGERTIP Edition P0P<! Membership/Phone Card. Chance to win THREE 


’ ‘ HOURS FREE CALLING TIME Each Month! Use for playing 
PRESSURE YOU'LL DUCK, DIVE, JUKE'N JIVE IN 3D Net/Modem Games, Surfin’ the Net, or just call friends and talk 


ACTION GAMES LIKE NEVER BEFORE! about your awesome Spaceball® Avenger Experiences! 


IN YOUR RIGHT HAND - RaPiD ACTION BUTTONS you WILL Al SO GE T... 
FOR $4007 


- YOUR ARSENAL. EVER READY AND ALERT! 


your INSTINCTS TELL You To Duck, THAT "s F 1 25 DISCOUNT! ee 


DIVE, ROLL, SPIN AROUND — FIRING 
MEGATON BLASTS IN EVERY DIRECTION... 


INSTINCTIVELY SEIZE THE POWER!” 
YOUR FINGERS PUSH AND TWIST THE POWERSENSOR™ BALL — jf you dare! 
Say ‘later’ to the clunky, herky- 


IN<STAN ie oe jerky action of keyboard, mouse 


se and joystick 3D game play, ‘cause 
YoU DUCK, DIVE, ROLL anD SPIN AROUND with the Spaceball® Avenger Gone eee 
FIRING A FRENZY OF DEADLY BLASTS! Advanced 3D-I" Games Controller \y\Wigey\ las esi \ laa. a 
you're gonna Rocket Down 
Hallways, Spin On A Dime, Slip ‘n Ss 
SO FASTI $6 HEAT! Slide, Duck, Dive, Juke ‘n Jive! Ss 
..You’re all alone now, Apply any light continuous Se: 
fingertip pressure or twisting © « 
motion to the PowerSensor™ & 
Ball. Move in 3D with natural, = S 
intuitive, smooth and continu- Gos 
ous 3D motion control. = M 
. The Easy Access Rapid =< 
mn ~ Action Buttons puts the as 
CeSsALL action at your fingertips. = 5 
_Fire Guns. Open Doors. S 
VANCED 3D°1™ ok | Change E: 
e 


MES CONTROLLER ‘a | Weapons. 
| | Select 
| Options 


E 


and THE SPACEBALL AVENGER IS ALSO AVAILABLE FROM: 
a ‘ | Switch C & 
: Between HIPS BITS INC. 
«« INVENTED AND DEVELOPED BY SPACETEC IMC CORPORATION, | , Modes on ( 
THE WORLD LEADER IN INTERACTIVE MOTION CONTROL HARDWARE & SOFTWARE 1 Call 800-699-4263 Fax 802-767-3382 


USED IN THE AEROSPACE, AUTOMOTIVE, SCIENTIFIC AND TECHNICAL FIELDS. nee Ba ee 


SB-8 Subwoofer & 


Satellite Speaker System 


By Labtec 


3801 NE 109th Avenue 


Suite J 


Vancouver, WA 98682 


(360) 896-2000 


Fax: (360) 896-2020 


Available For 


Mac, PC and compatibles 


Designed By 


Labtec 


Distributed By 


Labtec 


Street Price 


$130.00 


Watts Up, Doe? 


Labtec joins the 
multimedia fray 
with their own 
subwoofer/satellite 
speaker system. 


Subwoofer/satellite speaker sys- 
tems seem to be all the rage in the 
computer sound industry now, and 
just about everybody in the game 
has introduced one recently: 
Yamaha, Koss, Advent, etc. Add to 
that list Labtec, the speaker compa- 
ny whose speakers seem to be bun- 
dled with almost everything, not 
including dairy products. 

Labtec is offering what they claim 
is the subwoofer with the largest 
cone on the market: eight inches. It 
incorporates a 150 Hz active elec- 
tronic crossover that, according to 
the press release, “eliminates mid- 
range resonance, providing more 
options for effectively positioning 
the subwoofer.” Simply put, you can 
place the subwoofer anywhere you 
want without sound degradation. 
The unit is fairly sizable, yet will fit 
neatly under almost anybody's 
desk; consider it a home office 
ottoman, if you will. Labtec does: 
Gary Savadove, senior VP of 
Marketing and Product Develop- 
ment for Labtec, says, “The sub- 
woofer is so powerful, we've found 
people who place it under their 
desks and put their feet on it so they 
can really feel the sound of the mul- 
timedia software.” Its internal ampli- 
fier is rated at 20 watts RMS (40 
watts peak), which should pack it 
with more than enough punch for 


A subwoofer/satellite speaker system by any other name... 


would you have bought the sub- 
woofer? Following what is becom- 
ing an industry standard for multi- 
media speakers (and why not?) all 
controls for the pair can be found on 
One speaker (the right channel 
speaker in this instance) and 
include power, volume, treble and 
bass controls. A headphone jack is 
also standard on that speaker in 
case you don't want to wake the 
neighbors. 


TECHNICAL NOTES 


It's important to note here that, 
though the satellite speakers are 
magnetically shielded, the sub- 
woofer is not. This shouldn't pro- 
duce any ill interference effects on 
your equipment unless you do 


Installation 


N/A 


E f 
ase of Use that, the controls 


something pretty stupid, such as put 
the subwoofer on top of your moni- 
tor or alongside your computer case 
(remember, kids: magnetic frequen- 
cy sources and hard disk drives do 
not mix!). | put the unit under my 
desk and experienced no technical 
difficulties. The cabling that is pro- 
vided (AC power cord, power 
jumper cord for connecting the 
speakers to the subwoofer, etc.) is 
ample; both of the cords mentioned 
are about eleven feet long. You will, 
unfortunately have the added has- 
sle of an AC/DC power transformer 
cluttering up your power strip, even 
though there’s absolutely no way 
anyone in their right mind would 
ever try hooking this beast up to a 
battery. The cost would simply be 
too prohibitive. - Ted Chapman 


For all of its purported power and massive size, the Labtec 
SB-8 subwoofer just doesn’t make much of a lasting impres- 
sion. Although the price point is not bad, | still think you're 
Paying too much money for too little performance. Not only 


well-planned either. Rather 


: most people. Its frequency 65 than a simple pus control of choice 
: response range is from 30 Hz to 150 mous § SINCE YOU Can just t to turn it on, the 
Hz. PICU Labtec subwoofer ry time you want to 
‘ The satellite speakers that are 8 Le’ turn the unit on, you'll h r your desk in order 
: bundled with the subwoofer are fair- to do so. And since t S are supplied with 
; ly standard Labtec offerings. The Teeineeee power from the subw he speakers unless 
: internal amplifier is rated at 3.5 you turn the subwo 
watts per channel (14 watts peak 76 speakers with this subwoofer was a poor one. At 3.5 watts 
oe per sai and Fe eee te Ee per channel, they’re incredibly underpowered. In fact, the 
REVIEW quency response ranges from 150 entire system seems underpowered; at its maximum volume, 


| couldn't even manage to get the people in the next office to 
come over and complain about the noise. - Ted 


Hz to 20 Khz. The speakers can be 
used as stand-alones, but why then 


N/A 


Eternal Damnation Never Sounded So Good 


J-688 POWER 10 BURN! 


Our newest high-performance speaker com- 
hines power and style to produce incredible 
sound quality from any computer system. In- 
cludes both headphone and microphone jacks. 


J-306 J-312 


© 1994 Take-Two Interactive Software. HELL: A Cyberpunk Thriller is a trademark of Take-Two Software 
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JAZZ SPEAKERS 


1217 John Reed Ct., Industry, CA 91745 
818/336-2689 — Fax: 818/336-2489 
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Excellence in Sound 


Take a Shine to Your Joystick 


Finding your 
stick in the dark 
has never been so 
easy, thanks to 
ThrustMaster. 


Just a snippet from the press 
release for the XL Action Controller 
to get us started: “...With a suggest- 
ed retail price of $39.95, the XL 
Action Controller establishes a new 
benchmark for low-end multi-func- 
tion joysticks...” Thrustmaster is 
more known for its high-end joy- 
sticks, such as the F-16 Flight 
Control System and the Mark II 
Weapons Control System, and so it 
came as something of a surprise to 
me to learn at the Winter CES ‘95 
show that they were working on a 
low-end stick. | seem to recall that 
they were also planning on aiming 


tons, but in a differ- 
ent configuration. 
The Mark I's buttons 
are positioned along 
the length of the 
handle, while the 
XL’s buttons con- 
form to a more sym- 
metrical pattern. 
Two buttons are 
thumbed (they sit on 
top of the joystick’s 
shaft), one is the 
trigger and the fourth 
resides under your 
pinky finger. In like 
manner, the hat 
switch has been 
given a_ different 
appearance than the 
original, although its 
function remains the 


same. It, too, glows ThrustMaster’s XL Action Controller 


this stick squarely at the junior _ in the dark. 
XL Action crowd. footprint is large enough that you 
Things change. The XL Acton TECHNICAL NOTES _ won't be pushing the stick over on 


Controller 


By ThrustMaster 
10150 SW Nimbus Avenue 
Portland, OR 97223-3200 
(503) 639-3200 
Fax: (503) 620-8094 


Available For 


Controller is now “low-end” rather 
than “junior,” despite some of the 
features | feel are more oriented to 
the teen set. For one thing, the but- 
tons all glow in the dark. For anoth- 
er, the grip is rather smallish; those 
with ham-hands are going to find 
this stick pretty uncomfortable. The 
third objection | have is the amount 


As noted above, if you consider 
your hands to be larger than aver- 
age, you'll probably want to avoid 
this stick. The grip is smaller than 
every other grip-handled joystick 
I've seen. The glow in the dark but- 
tons are something of a puzzler, as 
well; their only purpose for being 


its side unless you experience fre- 
quent muscle spasms in your arms. 
No setup software comes with the 
XL Action Controller, since none is 
required. Just plug it into a free dual 
port gameport (nearly a standard 
these days, it’s the type that comes 
with almost every sound card) and, 
when configuring a game to take 


PC and compatibles 


Designed By 


ThrustMaster 


of cable that comes attached to the 
Stick; five-and-a-half feet seems a 
bit skimpy, especially if your com- 
puter is underneath you desk. 


glow in the dark seems to me to be 
to add to the appeal for kids. The 
base of the unit is lightweight, but its 


advantage of the stick, select the 
Thrustmaster Mark | or Mark Il FCS 
option. 


Distributed By 


rel joysticks hit their correct pri int; the XL Action 
}ThrustMaster Rarely do joystic eir correct price po ctio 


Installation 


Street Price 


OO OF 
929.95 


Despite these three objections, the 
Stick is well-made, and, because it'll 
hit the street at around thirty bucks, 
well-priced. It is completely compat- 
ible with any game that supports a 
two-button joystick or Thrustmaster 
Mark | joystick; if you use it in con- 
junction with the Mark Il WCS, it’s 
also completely programmable. 

If you're not familiar with the 
ThrustMaster Mark | FCS, it’s a four 
button joystick that enjoys wide- 


Controller does. If you go out and drop thirty bucks on this, 


N/A 


Ease of Use 


90 


Durability 


er one just for tha 
sons. First and f 
hands, and, altho 


89 


Usefulness 


89 


smooth, and the 
hat switch takes: 
used other joysti 


don't feel quite rig 


sides of this stick a 0 


I'm sure you'll be pleased with the results. Although the glow 
in the dark buttons don’t do much for me now, there was a 
time in my life whendiWOU 


Idha is stick over anoth- 
: a number of rea- 
don't have large 

, they somehow 

the stick is quite 

igh durability. The 

| particularly if you've 

its ate cone-shaped. The down- 

e relatively short stretch of cable 


COMPUTER spread popularity with flight sim we Seegatepigl> 
GAME fans and still sells well despite its Manual - : ~ and _ - “ acm eee 
REVIEW age (circa 1990). The XL Action ural to those used to the regular asymmetrical ThrustMaster 


N/A 


Controller has the same four but- 


configuration. However, for thirty bucks, it's something I'd be 
willing to get used to. - Ted 
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Fly higher wit 
best features Of the award-winning 


PILOT™ plus added viewing ¢ 


buttons, it is ideal f 
and driving games. For those wh 


playing serious 
\ 


Jump 


h VIRTUAL PILOT PRO™! Taking the 
VIRTUAL 


apabilities and fire 


or advanced flight simulation 
o take their game 


ly! For IBM Pc-compatible computers. 


into the cockpit and experience your most 


intense flight ever with ELIGHTSTICK PRO for 


3p0™, the first 3D0 analog joystick. A thrill to 
use with 3D0 software from companies like 
Crystal Dynamics, Domark, and Dynamix! 


Take total control of your aircraft without ever 
removing your hand from the stick! 
ELIGHTSTICK PRO for Macintosh™ features 4 
programmable trigger, three fire buttons, and a 
programmable eight-way switch. It attaches to 
the ADB port found on Mac SE or later models 
and requires 6.0.7 software OF higher. 


TRACKBALL 
PRO™ : 
the as: IS a . 
he tradtional mous. also serves asa 
essional pointin aS a 
publ Q device 
sing, CAD/CAM, and games, Avatab 
. ‘lable 


for both IBM 
Pe-comnad 
computers. compatible and Macintosh 
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Now Here's Your Friend and Mine, Mr, 
Bob Dylan, Interactive on CD-ROM, 


ighway 61 Interactive contains the definitive collection 
of Bob Dylan’s words and music, but it goes even 
farther as a superb collection of photographs, 
celebrity interviews and rare memorabilia. Once you 
enter Dylan’s virtual world you’ll never want leave. 


There is so much to see and so 
many places to visit, Bob Dylan: 
Highway 61 Interactive will be a title 
you will continually enjoying using 
again and again. The main screen is 
a collage of Dylan-related images. 
Some images do morph a little , but 
others are much more involved. 
They will whisk you away to stun- 


ning virtual worlds. 
Bob D lan: There are five 3-D worlds in which 
Highway 61 Interactive you can explore. The Supper Club 
By Graphix Zone is where Dylan performed two free 
38 Corporate park concerts back in 1993. Here you will 


Suite 100 get to see some rare video footage ue : 
Irvine, CA 92714 of those concerts. The Coffee  Dylan’s Don’t Follow The Leaders video is still one of the most 
(800) 898-3838 House is modeled on an early original and visually powerful songs ever laid to film. 


Fax: (714) 833-3894 1960's coffee house Dylan fre- virtual rendition of a Greenwich a Rolling Stone. Finally, you can go 


, quented in Greenwich Village. Village street which showcasing backstage at the Madison Square 
Check out the rare Blowin’ In The many of Dylan’s early influences. | Garden Anniversary Special cele- 


486+, Win 3.1, VGA,4MB RAM Wind recording. Besides the other Next, don't forget to stop by the real _—_brating Dylan’s 30 years of music 
Sys. 7.01, 8 MB RAM, VGA songs, be sure to click on the news- = 1960’s Columbia Records recording — making. 


Available For papers and sundry objects. studio. Here is where you'll find There is a complete lyric library 


MPC, Mac, Power Mac It is really exciting to explore the — never before released takes of Like anda fascinating scrapbook, but the 
two highlights for me were the 
exceptional Masters of War video 
montage and a super rare first ver- 
sion of House of the Rising Sun. 
-Steven Greenlee 


Designed By 


Graphix Zone 


Distributed By 


Graphix Zone 


Street Price 


$59.95 


N/A 


Dylan gets his first guitar and starts to 
n to Rock ‘n’ Roll, Country, and REB on 

e radio. He is influenced by Elvis Presley, 
ttle Richard, Hank Williams, Jimmy Reed, 
id Howlin’ Wolf. 


merican Rock 'n' Roll musician Bill Haley 
ecords “Rock Around the Clock.” 


es Dean is killed in a car crash. 


COMPUTER Pa — — ——— etna tei ceil 4 BNR Aba enti cto 

SaAL wl study ol ste Soto] a to] she] Neel ta? | i, 

REVIEW Lerlereleledntbeecdebebelebabcbdidabebbelbtti didi di titi 1 All the album covers and 
The Timeline chronicles Dylan’s life and the times he lived in. As songs lyrics are hypertexted. 

Te) you can see 1955 was a big year for history making events. 
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neuro net as a pulse 


probe. Poking around for information that 


could unlock the secrets \ ee of this electrolytic underworld. 


And I'm right on the verge of solving a highly intense 


Se. ad = 


7 
oe, 
ge 7 


— when my wife asks me to take out the ‘ee ” garbage. Bummer. 


Necrobius™ 
Unlock secrets as you 
travel inside the brain 
of Dr. Necrobius. 


For IBM*-PC & Compatibles on CD-ROM. 1-800-879-PLAY. http://www.microprose.com 


©1995 MicroProse Software, Inc. All rights reserved. 
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Ted Williams: 
The Legend's 
Own Story 


Is there a bigger baseball legend 
than Ted Williams? Well, maybe, 
but it is undeniable that Ted 
Williams is one of the sport's elite. 
Now you can explore William’s life 
and career in a double CD-ROM set 
from Global Electronic Publishing. 

This set contains just about every- 
thing about the man and then some. 
My Turn At Bat is one of the major 
areas of exploration. This text 
anchored area Is a revealing autobi- 


There is no doubt that Ted 
Williams loves baseball. 


ography. Known to speak his own 
mind, Williams doesn’t shrink in 
telling it like he sees it. The biogra- 
phy is also accentuated with many 
photographs, narrations and _full- 
motion video. | found his recollec- 
tions about his military service very 
interesting. 

It was in 1941 that Williams had 
the perfect year. He became the last 
of the .400 hitters that year and for- 
ever immortalized himself into base- 
ball’s collective consciousness. This 
area contains video clips of his 
famous home run smacked during 
the All-Star game. It is also in this 
area where you can view a full 


BEST RAYTE 

BEST RHYTHM AND BLUES SURE 
BEST RHYTHM AND BLUES VOCAL PERFURMANCE. FEMALE 
BEST RHYTHM AND BLUES YOCAL PEEFORMANCE,. MALE 


1970 


BEST POP VOCAL PERFORMANCE. MALE 


Nommated Elton John 
ELTON JOHN 


Winner. Bay Stevens 
EVERYTHING IS BEAUTIFUL 
Nommated: Joe Cocker 


MAD DOGS & ENGLISHMEN 


Hommated Brook Benton 


RAINY HIGHT IN GEORGIA 


The Grammys contains an extensive database of nominees and 
winners. 1970 seemed to be an interesting year in music. 


length docudrama video. You can 
read newspaper and magazine 
accounts of Williams prowess. 

Equally as interesting is the video 
highlights of a 1994 interview with 
Williams as he talks in detail about 
his career and his life. For those 
who like the numbers, there are 
plenty here. View all of Williams’ 
statistics game by game, hit by hit. 

There is plenty more to see in this 
double CD-ROM set. Ted Williams: 
The Legend’s Own Story is a fitting 
retrospective of “The Kid.” 

-Steven Greenlee 


386+, Win 3.1, VGA, 4MB RAM, 
Sys. 7.0,5 MB RAM, VGA 


Available For 
Global Electronic 
BESCIEN Global Electronic 
$59.95 
NIA 


pes eee ee PHOTO COLLECTION E 


There are many rare photographs like this one of a 14 year old 


September 3: 

Baston, 

Hitchhikes 250 lee. gee his 
baseball hero, 


Billy Kane, 14 year old: South 


Brewer Maine 


iy p dice who found Billy 
Sep at the baliparic arranged 


meeting, above. with 


Wiiltems, left. at a policestation. 


=a 


boy who hitchhiked 250 miles to meet his hero. 


The Grammys 


Mindscape takes you inside the 
musical world of The Grammys in 
their latest CD-ROM release. This 
CD has 35 video clips of Grammy 
performances with such stars as 
Tina Turner (1985), Curtis Mayfield 
(1973) and the Fine Young 
Cannibals (1990). 

You can load up the video clips to 
play in the order in which you 
choose or you can play the music 
trivia game. In addition you can 
watch interview clips with the win- 
ners. There is a big problem though. 


Peers 


See backstage interviews with 
winners like Boyz II Men. 


This program has compatibility 
problems with any other version of 
QuickTime except 1.1.1. Other than 
that, The Grammy's was a fun trip 
back into musical history. 

-Steven Greenlee 


386DX+, Windows 3.1, SVGA, 
4MB RAM, CD-ROM 


Available For 


PC, Mac 
UniDisc Prod. 
Mindscape 
Street Price fiaamanssehcls 


is NA 


Designed By 


Distributed By 


_ _ HARPOON Ml DEL 
Next Generationiis) 


hai 


The shock wave is just beginning. — 
Announcing the most advanced 
naval battle simulation ever! ... 
Empowered to let you re-write 
istory. Used in training by the 
Naval Academy, HARPOON II 
DELUXE puts you in the command 
enter action like never before. 


f 1 ay maid gag Rngee ee ce ret 

Me --_ "“tbheesben un = + 

Lape 8 ag taee a IE 
pe i ae 


Visit Three-Sixty at E3 FSS 
el ann ea Pa * 
booth #4030 a aioe ae 


Ps 


TT EE Se ee 
» WESTERN PacirF iC 


i es % maou! ey! a - 
2 additional battlesets, for 30 new, : “oK Fi. re os 
Startlingly realistic scenarios. \ e. att | ae a Be 
All-new Scenario Editor. You 
design the encounter. 
Over 100 full-motion video and 
sound clips for unbelievable realism. PTS AT PSTN 

Ctual video clips of 

Detect, track and engage all forces. weapon launches and 
Realistic weather modeling. explosions. | ae 
Military-style vector maps. | - ES ae ~ -| Altitude, depth, and weather 
Vast database with tech specs and ee ae information. 
pictures of hundreds of ships, subs | ge oe | eae 
and aircraft. | ee 
Lifelike 
communications 
models recreate 
electronic warfare. 


dd an incredible 
rray of features like 
bolbar control buttons, easy user 


Formation editor defines : specs, photos and drawings 
threat axis and patrol zones. of military hardware. 


Software and Artwork © 1995 IntraCorp, Inc. All rights 


ved. Ha Il and Three-Si e trademarks of 
terface, and you have the most To order call: (305) 373-7700 » (800) 468-7226 © BBS (305) 374-6872 —_IntraCorp, inc. Harpoon is a registered trademark of GOW, 
palistic battle game ever. Software Creations BBS (508) 365-2359, 2400 Baud « (508) 368-7139, Inc. BattleSet and Staff Assistant are registered trademarks 


US Robotics « (508) 365-9352, 14.4-28.8K of ACSI. All other trademarks and copyrights acknowledged. 
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Her Heritage 


This new Cambrix product is the 
first of its kind. It is a comprehensive 
database of notable women in 
American history. The database 
was developed by Robert McHenry, 
editor-in-chief of Encyclopedia 
Britannica and is worked into a 
user-friendly product designed by 
Pilgrim New Media, in cooperation 
with Merriam-Webster. 

Her Heritage invites exploration by 
not only having interesting text nar- 
ratives, but also providing clips of 
famous women as captured in 
newsreels, in film and in still pho- 
tography. There are audio clips as 
well. 

The database can be searched in 
a couple of different ways. You can 
do an alphabetical search or you 
can build the database by vocation. 
Under the vocation build you can 


Ball, Lucille 
1949-1389 
actor 


Bom on August 6, 19 


model under the name 

snecessfiil as a model, ax 

her spote in Broadway J Ke 
Scandals, 1933, Blood Mies at Hd 
other movies. ’ 


She remained in Hollywd i 

roles in a succession of rigs 

1935, Top Hat, 1933, Fe 

Paris, 1936, Stage Doo 7 
Affairs of Annabel, 193529 z 


Lucy along with 1,000 of her 
peers are found in this CD. 


see all the famous women athletes 
or writers or film stars each in their 
own list. Under “athletes” you can 
watch Gertrude Ederle become the 
first and fastest person to swim the 
English Channel or view a video 
tape of Annie Oakley's sharp shoot- 
ing. 

There is a ton of interesting infor- 
mation in Her Heritage. Finally there 
is a product to showcase America’s 
inventive and exceptional women. 

-Steven Greenlee 


486, Win 3.1, VGA, 4MB RAM, 
Mac System 7, 4MB RAM, VGA 


Available For MPC, Mac 


Pilgrim New Media 
Cambrix Publishing 
$29.00 
N/A 


1943-1990 


player. 


' «Marble, Alice 
tennis player and spy 


Born on September 28, 1913, in California and raised tn San 
Francisco, Alice Marble was exposed to loss early in life. At 
the age of seven, her father died of pneumonia, and within the 
same year she saw her best friend killed in an accident. Later 
Marble was introduced to baseball by her uncle and was 
captivated by the sport; in turn she impressed the local minor 
league baseball team and became the San Francisco Seals’s 
mascot. She resolved then to become a professional baseball 


Marble’s older brother, Dan, put a tennis racket in her hand in 
the hopes of interesting her in a less masculine sport. She 
played aggressive tennis and pioneered the women’s serve and 
volley style of play. Her training pitching baseballs lent itself to 
a powerful tennis serve, while her quick hand-to-eye 
coordination and speed gave her an exceptional game at the net. 


There are many histories to read about in Her Heritage. The story 


of tennis player and spy Alice Marble is just one of them. 


Antarctica 


The coldest place on earth is a 
hotbed of scientific activity and this 
CD-ROM from Cambrix is a fine 
documentation of what is going on 
way way down under. 


View interesting clips of 
Antarctica’s residents. 


There are six headings in 
Antarctica that cover all the major 
aspects of the ice continent. Each 
heading is then broken down into 
sub-headings and then broken 
down again into specific topics. If 
there’s something you want to know 


The History of Antarctica explains how it was at one time part of 


about the Antarctic, it’s here. 

You will be able to hit the high 
points of life in the extreme environ- 
ment by viewing video clips of actu- 
al residents (some 20,000 
Americans) or hearing their tales in 
the many sound clips included in the 
program. 

It was fascinating to learn that the 
continent is actually a desert. What 
about all that snow, you ask? The 
program explains it all in pictures 
and graphs. 

This isn’t a knock-your-socks-off 
title in looks, but it is solid presenta- 
tion. -Steven Greenlee 


486SX/25+, Windows 3.1, SVGA, 
4MB RAM, CD-ROM 


Available For PC 


Cardinal Professional 
Cambrix Publishing 
$29.00 

NIA 
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Gondwana and contained exotic creatures and plants. 


After hearing his 
favorite games on 
a Sound Blaster, 
Vincent regretted 
the ear thing. 


Inferior sound cards can drive you to some So only buy genuine Sound Blaster cards. And look for 


crazy ends. Sound effects built into this year’s the Sound Blaster Compatibility Logo on software and 


hottest new games might seem muffled and multimedia kits as well. That way, your software will sound 


flat. Like you're only getting half the experience. exactly like it should. And you won't feel a tinge of regret. 


There are six different Sound Blaster sound cards to satisfy 
CREATIVE 


multimedia iSSs. Creative 


But a Sound Blaster™ sound card can spare you that 
insanity. You get real 16-bit, CD-quality sound that brings the most discerning ear. 
To find the one that’s best for 


you, call 1-800-998-5227 Ext. 114. 


games to life. You hear ships explode, swords clash, tires 
squeal. That's why Sound Blaster is the PC sound standard. 


© 1995 Creative Technology Ltd. Sound Blaster and the Creative, multimedia is Creative, and Sound Blaster Compatibility Logos are trademarks of Creative Technology Ltd. 
International inquiries: Creative Technology Ltd., Singapore. TEL: 65-773-0233 FAX: 65-773-0353. All rights reserved. 
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Car and Driver 
‘95 Buyers 
Guide on CD-ROM 


There are more than 850 models 
of cars out there on the market 
today and so picking out your next 
ride can be as complicated as pick- 
ing out a breakfast cereal at the gro- 
cery story. Car and Driver, though, 
has set out to simplify buying a car 
(or truck) by developing this elec- 
tronic buyer's guide. 

The program is simple to use; click 
on any one of the eight categories to 
get started finding your next auto- 


Ci CARRISLET. 


This Porsche runs ¥ about 
$80,000 or more with extras. 


mobile. Once you have selected a 
model you can access the built-in 
calculator to figure all the financial 
particulars. Don’t forget to add in all 
the extras. 

This is a comprehensive buyer's 
guide with nice video clips. It is a 
must-have. -Steven Greenlee 


me 


Puzzle Power 


lf crossword puzzles and its vari- 
ations are something you love, you 
now can make your own with 
Centron’s Puzzle Power. 

This nifty little program allows you 
to electronically create crossword 
puzzles, word searches, kriss kross 
puzzles, quote falls and cryp- 
tograms. You can use any of the 
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Send your puzzle creations to 
friends in self-executable files. 


600 pre-designed puzzles and word 
lists or you can completely cus- 
tomize the puzzles from your own 
lists. The built-in thesaurus will be a 
big help in building your puzzles. 
While you're resting from puzzle 
building you can try your hand at the 
500 or so New York Times puzzles 
which are included. 
-Steven Greenlee 


Director(s) 


pers and in books. His latest pre- 
sentation media is the computer 
and it just so happens this 1995 ver- 
sion of his now famous guide cele- 
brates his 25th anniversary of the 
book and the first electronic edition. 

This guide features some 19,000 
movie reviews. It is not as big a 
selection as other titles out on the 
market, but you do get Maltin’s 
award winning reviews and extra lit- 
tle tid-bits of information the others 
don’t have. There are complete 
write-ups, for instance, on every vin- 
tage movie series including Charlie 
Chan and Tarzan. 

New to this year is an extended 
cross-referencing of films, stars and 
directors and the search mode is 
easier to use. Click on the search 
button and a new screen will 
appear. Fill in the criteria by which 
you want the program to hunt for 
selections. It is also a good idea to 
increase the number of movies it will 
list. It automatically defaults to 20. 
Increase the number in the little box 
just below the menu box. 

Leonard Maltin’s Movie and Video 
Guide 1995 is not as fast or as 
extensive as others, but after all, it 
does come from Leonard Maltin. 

-Steven Greenlee 


Actors (Susan Sarandon. Tommy Lee Jones. Brad Renfro. Mary-Louise Parker, 
Anthony LaPaglie. Ossie Davis, Bradley VETS. ANON netics 


Top-flight adaptation of John Grisham's bestuuler about an { t-anisio-ciie 
boy who finds himself in hot water with both the Feds (ied by Jones) and 
the Mob when he learns too much from a Mafia lawyer who's about to kill 
himself. Sarandon is the lawyer who takes the kid's case. Suspense is 
neatly woven with character development to make this really satisfying 


entertainment. Panavision. 


The 19,000 reviewed movies are contained on four 3.5 inch flop- 
py disks. Also included is the printed book version. 


Leonard Maltin’s 
Movie and Video 
Guide 1995 


Leonard Maltin published his first 
film guide in 1969. He was 17. Since 
then he has become one of 
America’s foremost film critics and 
historians. His film commentaries 
are on television, radio, in newspa- 
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Extreme Cartoon Violence! 


—_ Se eee ‘See ieee 
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No cartoon characters were maimed or 
mutilated during the making of this game. 


HILN) Dr Brain Has Acvidentaly Misplaced 
RT His Mind, Can You Help Hm Find It 


The Lost Mind 


of Dr. Brain 
By Sierra On-Line 
3380 146th Place SE 
Suite 300 
Bellevue, WA 98007 
(206) 649-9800 


486SX/20+, Windows 3.1, 
SVGA, 3MB RAM, 1xCD-ROM 


Available For 


PC, Mac 


Designed By 


Sierra On-Line 


Distributed By 


Sierra On-Line 


Street Price 


$45.00 


12 and Up 


COMPUTER 
GAME 
REVIEW 


Te a a ~ aa 


This is the main screen. Here you choose which area of t 


he brain 


you want to restore. Poor Rathbone—this time he gets drained. 


This undoubtedly will be another 
successful Dr. Brain title. There are 
puzzles, mazes and more in this 
lively romp inside the brain of Dr. 
Thaddeus P. Brain. 

The story begins with a cartoon 
introduction by Dr. Brain. You learn 
that he has invented the Brain Drain 
machine and that he tries it out on 
himself. Something goes wrong with 
the experiment and all of Dr. Brain's 
knowledge is transferred to the lab 
rat, Rathbone. The player is then 
asked to assist Dr. Elaina in restor- 
ing the good doctor’s mind and this 
is where the fun begins. 


It’s All In His Head. 


There are ten puzzle areas for you 
to conquer in order to reverse the 
brain drain. The areas are: the 
Music Region, File Sorting, Motor 


Programming, Neural Maze, Train . 


of Thought, Word Surge, Pentode™, 
Cad Construction, Synaptic Cleft 
and Dreamland. 


Each gaming area presents a dif- 
ferent puzzle to complete. In the File 
Sorting area you are shown a Series 
of different objects and then asked 
to file them away in the provided file 
cabinets. Then you are asked to 
retrieve them. In the Music Region 
an audio clip of a famous song Is 
played and you have to correctly 
assemble the measurements. 


E TRA 1 Fan | : ty — 
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This was my favorite puzzle. Juggle the colored balls and then 


he Lost Mind of Dr. Brain is the third release in the 
popular Sierra series and it will prove to be fun for 
teenagers and adults alike. Your mission is to help 
retrieve Dr. Brain’s mind which was siphoned off into 
the puny gray cells of Rathbone, the lab rat. 


Depending on your abilities, you 
can play on three increasingly more 
difficult levels. When all nine major 
puzzles are complete you can tack- 
le the Dreamland and restore Dr. 
Brain completely. 


Brain Games, 
And Educational 
Too! 


Dr. Brain was developed with con- 
sultant Dee Dickinson who adapted 
Frames In Mind by Dr Howard 
Gardner who, has formed the 
Theory of Multiple Intelligences. 
Each of Dr. Brain’s puzzles corre- 
lates to one of the seven intelli- 
gences Dr. Gardner has identified. 
Does this make the game stuffy and 
boring? Not at all in this reviewer's 
mind. | found the puzzles quite fun 
to play and I, even as a lay person, 
can see its educational foundation. 
The Lost Mind of Dr. Brain is simply 
outstanding. -Steven Greenlee 
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dock the proper one when prompted. It gets harder from here. 


truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise tlip- 
per control, and its more than being able to see the whole playfield at once so you can aim your shots, 
A great pinball game has that unique quality of playability and never- 
ending challenge that keeps you coming back for...just one more 
game and a shot at your new high score! 


Washington Post- “Crystal Caliburn perfectly 
captures the essence of a great pinball machine." 


New York Times -"The realism is striking... 
[Crystal Caliburn] will be at the top of Silicon Santa's 
gift list this year.” 


Inside Mac Games - “ARCADE GAME OF THE YEAR" 


—_," ; SYSTEM REQUIREMENTS: 
Computer Game Review- “Crystal Caliburn sets a new . 
standard, For realistic pinball on a computer, there’s owl hd 


oe. , 7 monitor, 256 colors, and 

nothing |i | 

othing like this game ine 
Electronic Entertainment- "Crystal Caliburn is simply WINDOWS: 386 o higher 
the best, most realistic, most challenging pinball simula- a ‘ah 
= ee indows 3.1, 256 color 
tion for the Macintosh yet.” (Rating: 9 out of 10) 5VGA display, and 4MB 

RAM. 


GAMES Magazine-"You'll forget you're playing on a 
two-dimensional computer screen... the realism is 
astonishing.” 


Supports SoundBlaster” and 
other Windows compatible 
sound cards, 


MacUser-"Electronic pinball’s Holy Grail.” 
(Rating: 4 1/2 out of 5) 


TM 

Crystal Caliburr 
WAX 9 CO | g DIA 

From the creative genius of LittleWing, developer of TRISTAN” and Eight Ball Deluxe” for Macintosh, 

Available from your favorite retailer or mail-order catalog, Interactive DEMO on AOL and CompuServe’. | 


NOW AVAILABLE FOR WINDOWS”! 


StarPlay Productions, Inc. * PO Box 217 * Greeley, Colorado 80632-0217 # Tel 303.447.9562 ® Fax 303.447.2739 


™ Crystal Calibum and Tristan are trademarks of LittleWing CO. LTD. Windows is a trademark of Microsoft Corporation. Other trademarks are property of their respective owners. 
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Jungle Bebop presents letter and 


set to several different kinds of jingle music. 


Fisher-Price ABC’s 
Featuring the 
Jungle Jukebox 


Kids will have a swinging good 
time with the first in a new series of 
early childhood learning titles 
licensed by Davidson under the 
Fisher-Price name and logo. The 
first title is The Jungle Jukebox. 
Davidson founder Jan Davidson 
says this is the “perfect first program 
for children.” 

The simple interface is easy 
enough for three to five year olds to 
navigate. When the program begins 
it puts the young player in the 
Jungle Cafe. Once there a cast of 
colorful animal characters help your 
child figure out what they're sup- 
posed to do. In this case, they are to 
click on everything in the cafe. Many 
hot spot items have cute little ani- 
mations and morphs. Others, 
though, have a coin which is used in 
the jungle jukebox. 

It is with the jukebox where all the 
educational interaction takes place. 
The talking jukebox has three differ- 
ent alphabet games to play. In 


Letter Hip-Hop kids link letters with 
objects, an “A is for Ape” kind of 
thing. Then, in Jungle Bebop that 
link is reinforced with wacky allitera- 
tion jingle songs (see above). The 
third activity is Word Do Wop and 
helps youngsters to form their own 
three to five letter words. 

The Jungle Jukebox is a good 
early learning package from a com- 
pany known for quality—Davidson. 

-Steven Greenlee 
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Requirements 


The Book of 


Shadowboxes 


Another delightful entry into the 
early childhood learning arena is 
IBM’s The Book of Shadowboxes. 
This title focuses on the ABC’s as 


And little blue bubbies 


That bounce in the breeze. é 


A fig batch of bume heads 


Kew efte> -ow, 


Ard @ burch of bajlcons 
With a brown bear below. 


Shadow is your child’s constant companion helping them to read 
the poem and then find the letter linked objects in the game. 


well but ina much different way. It is 
based upon the book by Atlanta 
artist and author Laura Seeley and 
continues to use the ancient shad- 
owbox as a three dimensional elec- 
tronic learning vehicle. 

In the read-only mode, the 
Shadow (a Pillsbury Doughboy kind 
of non-gender character), will read 
the entire book of poems and will 
play the associated games while the 
child watches and listens. 

The first play activity allows either 
Shadow or your child to read the 
poem, followed by a game. In the 
game, a shadowbox appears with 
objects which have the same letter 
as words in the poem. The child 
must find the objects or animals. 
Whenever a child clicks on a correct 


Your child clicks on the 
correct object when prompted. 


object, that object usually has some 
accompanying animation. 

In another play activity, the child 
chooses a letter of the alphabet and 
then a corresponding poem will be 
displayed. After the poem the child 
again plays the find and search 
games. 

The third area allows for children 
to search a shadowbox that has the 
same letter as the poem with 
objects that are not included in the 
poem. Finally, there is a paint pro- 
gram to allow children to make their 
own shadowbox. 

| really like this title even if the 
Treasure Hunt objects are too small 
and hard to see. 

-Steven Greenlee 


.wan incredible visual adventure for 
serious game players to enjoy — 

by all acounts, they’ve succeeded. 
— Dimension 3, April 1995 


You'd better bring your shootin’ iron 
: and a night light... 
4 Fieciinic Entertainment, May 1995 


None. in the Dark 3 is a» GAMER 
worthy addition to the series, ERIGha 
- no doubt about it. ga 
“= PC-GamerMay (995 CHOICE, 


eee FOR A 3-D ADVENTURE 


IN THE WILDEST WEST EVER 


As 1920's supersleuth Edward Carnby, you'll solve 
puzzles and uncover clues explaining the disappearance 
of u al Studios film crew. Last seen on Sy 


| Mexpertise ‘g your six shooter. Enjoy up see 10 hours 
of dodging outlaws on the way to your final 
showdown to save the young heroine, Emily Hartwood. 


Your Wild West adventure is. 
now available on PC CD-ROM. 


It’s Windows compliant and 
Sound-Blaster™ compatible. “ So, sharpen your spurs and get ready for the draw... 


For product information. or you cant imagine how wild the west can get. 
ordering, call: 800-443-3386. | 


RRP 


NO: LIMITS. 


"if you want to go all out for games, the Falcon is 
the best bet for your money." 
-Paul C, Schuytema, Computer Gaming World 


“ The Pentium 90 they sent me is a beautiful piece 
of work, primarily because they don't go with the 
lowest bidder when buying standard 
componentry. 

96% Overall Score " 

- Ted Chapman, Computer Game Review 


wai 


THE FALCON MACH V: THE ULTIMATE GAMING MACHINE ™ 


If you don't care about playing games, buy any computer. 
If you don't care how fast your games run, buy any "multimedia" computer. 
If you're a serious gaming enthusiast, you need a MACH V Gaming PC. 


2 MACH Vp- m- $2,995 

Standard features as of 4/1/95: i 
Intel Pentium™ 100 MHz Processor To oO rder Cal x 
100% Compatible with All IBM™ PC Software 1-800-258-6778 
Falcon PCI Bus Motherboard, 256K Cache exp. to 1 meg 

64 Bit PCI Graphics Board with 1 Megabyte - 16.8 Million Colors! 

Falcon PCI Bus Enhanced IDE Hard Drive Controller 

8 Megabytes of RAM expandable to 128 

1.44 Floppy Drive 

540 Megabyte Enhanced IDE 8ms Hard Drive with 128K Cache 

195 ms QUAD-Speed CD-ROM Drive - NEW! 

Creative Labs SoundBlaster 16™ & Shielded Multimedia Speakers 

CH Products FlightStick PRO™ 4 Button Joystick with Viewing Control 

CH Products Automatic Speed Sensitive Dual Gameport 

Mini Tower Case with 250 Watt UL approved power supply 

14" Non- Interlaced Super VGA Monitor, .28dp, Edge-to-Edge Display 

101 Key Keyboard, 3 Button Serial Mouse 

MS-DOS, Windows™ (latest versions) & 10 free CD-ROMs! 


One Year Parts & Labor Warranty, One Year On-site Service 
UL, CSA, TUV and FCC class B certified 
16550 UARTS, Temperature sensitve fans, Customized BIOS' and many other unique features! 


Each MACH V is custom built to meet your specific needs. There are hundreds of options to 
choose from. When you're ready to buy, please call or fax us for the latest quote. 


Trademarks are the property of their respective owners 


VISA,MasterCard & Discover Accepted 
Financing Available On Approved Credit. 


FALCON NORTHWEST 


263 South Bayshore Dr. 
Ph: (503) 269-0775 Fax: (503) 267-2575 


Coos Bay, OR 97420 


Jigsaw-lt! 


It's such a simple idea, | wish | 
would have thought of it. Take any 
._BMP picture, cut it up electronical- 
ly and make your own jigsaw puz- 
Zle. | didn’t think of it, but Dynaware 
did. Jigsaw-It! is an easy to use and 
simple program which allows you to 
make fully customized jigsaw puz- 
zles, including self-executable puz- 
zles you can send to friends or fam- 
ily members. 

First of all, when the program 
opens it allows you to choose to 
play one of the 100 or so puzzles 
which comes with the program. 


Make a puzzle from any .BMP 
graphic or picture. 


You'll also get to choose how many 
piece puzzle you want — 2 to 70 — 
and which one of four puzzle piece 
shapes you prefer. Then choose a 
grid or no-grid. Last, but not least, 
you choose which picture—your 
BMP or one of the hundred or so 
provided. To play just drag a piece 
to the board and see if it fits. This is 
a truly nifty little program. 

-Steven Greenlee 


386+, Win 3.1, VGA, 3MB RAM, 
Mac Sys. 6.07, 256 colors 


Science Sleuths 


This is a creative program 
designed to teach science skills, but 
it does so in a unique way. You are 
a secret agent-type who is asked to 
solve a couple of mysteries. One 
mystery is the case of the Exploding 
Lawnmowers and the other is 
Mysteries of the Blob. 


Selec! oat ard cick hs Gioncaty ip ek vt a cet 


Conduct experiments and 
review videos to solve the 
mysteries. 


In order to solve these cases you 
are given full access to the science 
lab at Science Sleuth headquarters. 
In the lab you will find everything 
you need in order to solve the 
cases. Some of the tools at your dis- 
posal are video interviews with wit- 
nesses, all kinds of documents, 
graphs, reference books and a com- 
plete virtual science lab in order to 
perform any of the 600 experiments 
included in the program. As you 
complete different phases of the 
investigation you will have the 


opportunity to solve the case, but it 
all on depends if you’ve done 
enough research. 

There are several levels of diffi- 
culty which makes it appealing to 
kids ages 12 to 50. Once you begin 
the investigation it becomes rather 
addicting and you'll find yourself 
continuing to do experiments, 
researching and watching videos 
until you crack the case. Science 
was never this much fun in school. 

-Steven Greenlee 


386+, Win 3.1, SVGA, 4MB RAM, 
Sys 7.1, 256 Colors, 8 MB RAM 


It'll Test 
Every 
Nerve 
You've 
Got... 


i 
i 


20,000 MEN LAY STREWN ON THE BATTLEFIELD... 
ENEMY GUNS »P ) | 
CAVALRY 


~o 8 & 


ADVANCING TOWARDS YOUR CAPITAL... 


Pitot 
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MANEUVER- 
USE THE DETAILED 
CAMPAIGN MAP OF THE USA 
TO MOVE YOUR ARMIES BY 
LAND, SEA, RAIL AND RIVER. 


THAT BROUGHT YOU THE AWARD 
GLORY PUSHES THE ENVELOPE OF STRATEGY AND 
TECHNOLOGY ONCE MORE WITH THE CIVIL WAR. 


\“l 


POWERFUL NATION. 
EVERYTHING IS IN REAL TIME, THE CLOCK IS RUNNING... 


AND TERRITORIAL ADVANTAGE. 


PC CD-ROM 


empire interactive - 13220 Wisteria Drive - Bay N-2 - Germantown, MD 20874 - Voice: (301) 916 9302 - Fax: (801) 8916 0437 I 


BUILD- 

RECRUIT ARMIES, BUILL 
FLEETS, SET UP 
BLOCKADES, IMPROVE 
RAILWAYS AND CONSTRI 
FORTIFICATIONS, 


DATABASE- 

ACCESS TO ALL THE 
INFORMATION YOU WILI 
EVER NEED, GENERALS, 
WEAPONS AND WHAT 
REALLY HAPPENED, 


COMMAND- 

APPOINT, PROMOTE ANI 
SACK HISTORICAL 
GENERALS, DECIDE AR 
STRENGTHS AND 
FORMATIONS, PUT YOUE 
STRATEGY INTO ACTION 


THE CIVIL WAR ALLOWS YOU TO PLAN AND FIGHT EVERY MAJOR 
BATTLE AND CAMPAIGN OF THE WAR. LEAD NORTH OR SOUTH IN ONE 
OR TWO PLAYER MODES OVER SERIAL LINK, MODEM OR NETWORK; 
THROUGH FOUR “BLOODY” YEARS THAT SHAPED THE WORLDS MOST 


CIVIL WAR, THE DEFINITIVE GAME OF STRATEGY, LEADERSHIP 


empire 
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In this area pick an alphabet letter and see a corresponding ani- 


mal. This is just a small part of many videos available to watch. 


The Animals! 2.0 


Once again take a virtual walk 
around the park as Mindscape 
teams up with the San Diego Zoo to 
publish an updated and enhanced 
version of the popular title—The 
Animals. In keeping up with technol- 
ogy The Animals! 2.0 is now 
chocked full of all the latest 
advancements and is sure to be a 
hit with all members of the family. 


Wuat’s New? 


There are now some forty new 
high-quality video clips showing ani- 
mals living in their natural habitats. 
In addition to the videos, there are 


S -* a a eocleiee 
Instead of walking on the wild 
side, just make a click instead. 


aK 


some one hundred new still pho- 
tographs. 

Another new feature is The 
Watering Hole. Here you will have 
access to some one hundred video 
movies. The area looks like an 
african waterhole and you browse 
the area and select a closer view of 
any animal by clicking on it. There is 
no text in this area, so it has the feel 
of taking a virtual camera safari. 

In the A to Z Gallery there is an 
animal for each of the 26 letters of 
the alphabet and each animal is 


introduced by a narrator. When 
youre finished here there is the 
Jungle Bungalow game to play 
where you find animals hidden in a 
thick jungle. In the Creature 
Features you can learn even more 
about animal behavior. And this is 
just the new stuff, there’s even more 
to browse in this deep title. 


TAKE A WaLK 
On THE WILD Sipe. 


The new interface resembles the 
San Diego Zoo except here you 
click instead of walk. Other things to 
do is stop by the storybook theater 
and browse the huge media library. 
Maybe most important of all is to 
check out the section called “Center 
For Reproduction of Endangered 
Species.” Of all the many reference 
works to have, make sure this one is 
on your list to get. -Steven Greenlee 


Requirements 


386+, Win 3.1, SVGA, 2MB RAM, 
Sys 7.01, 256 Colors, 4 MB RAM 


It’s Ruthless, 
Ingenious & 
Downright 
Dangerous 


Si--TECH 


Hl 
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COMPUTER 
GAME 
REVIEW 


Secrets of 
the Pyramids 


As with the topic of dinosaurs, 
there seems to be an endless fasci- 
nation with ancient Egypt. Mind- 
scape Is the latest publisher to be 
offering their take on Egypt with 
Secrets of the Pyramids. 

This title comes with three differ- 
ent modes of play. The Discovery 
mode allows a youngster to explore 
objects as they wish. As your child 
walks through an Egyptian virtual 
landscape, they can look at things in 
closer detail by clicking the magnify- 
ing glass cursor on the objects. The 
objects represent the gamut of 
Egyptian culture and religion. 


! = the afterlife. The word "Pharaok’ moans 


oy ‘Gtoat Hows’, 


In ecwin click 0 on leno 
for more information. 


The movie mode is a self-running 
animation movie. This concerns the 
Pharaoh Mycerinus. The movie 
recreates the events which led up to 
the Pharaoh deciding to build a 
pyramid for himself, the building of a 
pyramid and the events after his 
reign ended. 

The movie was fine, but it ran slow 
and a bit choppy on my 486\66DX 
with a Kelvin card. 


SNIFFLES, TEARS AND ITCHING 
Hay fever fs an umeomniortatec condition that brings on 
weerans, a rionny node ane? warery eyes it ls the inwrnune | 
syiben's way of Owerreacting co offerwise harmless fi 
particles of pollen. In asditien ta the common culprit. 
meweed, the samc immune oystem eeganse ean he 
ces auch as cat 


The Virtual Body answers questions for young enquiring minds 
like What causes hay fever? I’d like to know the answer too! 


The last area is a game. Hero 
Harold Peabody gains access to the 
tomb of the mythical Pharaoh Ankh- 
Re. This is a graphic adventure type 
game and there are puzzles to 
solve. 

Secrets of the Pyramid is an okay 
children’s game. -Steven Greenlee 


386+, Win 3.1, VGA, 4MB RAM, 
sys 6.0.7, 256 Colors, 4 MB RAM 


| Available For [ime Lam 
|_ Designed By ESC mam 
| Distributed By [MITTS im 
| Street Price Las 
as + 


Virtual Body 


Whoever can remember biology 
class, raise your hand. | sure do 
miss those days of looking at pic- 
tures of dissected muscles and 
Stuff. It is an important subject to be 


The game is a graphics adventure game with puzzles. To get it all 
started you need to give the hungry vulture something to eat. 


well versed in, though, and IVI will 
get your kids off on the right track 
with Virtual Body. 

It is as its title indicates, It is a vir- 
tual tour of the body using multi- 
media CD-ROM power to help in 
making very nice presentations on a 
variety of bodily topics. 

This title was adapted from the 
Time-Life book series, Understana- 
ing Science and Nature. There are 
some 100 animations, nearly 90 
photographs and ten minutes of 
actual video footage. 

One of the most exciting areas of 
Virtual Body is the virtual lab. This is 


Learn aboilt the human body 
in layman’s language. 


an area where you can actually do 
virtual experiments like manipulat- 
ing DNA strands and simulate a 
heart attack. There are 17 virtual 
lads with about 50 mini-labs. 

Virtual Body is at the top of the 
charts in its class. -Steven Greenlee 


486/33+, 8 MB RAM, 
Windows 3.1, VGA 


| Available For Jaaaam aes 


|__Designed By am T ae 
| Distributed By [MIOn Siar 
| Street Price _| ne 
| Age ER 


Save A Shattered Wo 
Or Die Trying. 


iia! 
HIN 
i 


rts with 6o ruthless mercs, 
: y of cut-throat enemies, and an 
the time you're done, you'll know them all... real well. 
e-playing... so engaging, you'll be up all night. 


t no drill... it’s in your store right now. 


visit your local retailer, or call 1-8 


P.0. Box 245, Ogdensburg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525 E-Mail: 76711.33@COMPUSERVE.COM 


Jagged Alliance® is a registered trademark of Sir-tech Software, Inc. 


Magic: 
The Gathering 


By MicroProse 


180 Lakefront Drive 


Hunt Valley, MD 21030 


(410) 771-0440 
Fax: (410) 771-1174 


Requirements 


386+, Windows 3.1, SVGA, 
4MB RAM, CD-ROM Drive 


Sound Support 


Windows Sound System 


Theme 


Role-Playing Adventure 


Number of Players 


1 to many 
Available For 
PC and compatibles 


Designed By 


MicroProse 


Distributed By 
Spectrum HoloByte 
Street Price 

N/A 


Release Date 
Late Summer, 1995 
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MicroProse Hope thatthe Compu 


Version Will Ga 


If that holds true for Magic: The 
Gathering, the folks over at 


MicroProse should be as tickled as 
the people at Wizards of the Coast, 
the company that created this gam- 
ing phenomenon. 

It's one of those situations where 


Play in apprentice mode to 
learn the game basics. 


you have to stop and wonder why it 
took so long for someone to come 
up with the idea. Trading cards are 
certainly nothing new, but the fun of 
collecting them has really only been 
reserved for sports fans. Role-play- 
ing is certainly as popular as ever, 
and now has reached homes 
around the world. Why not combine 
the two? 

Wizards of the Coast did. Upon its 
release in August of 1993, Magic 
sold more than 10 million cards. To 
date, there are over 500 million 
dealt to players spanning the globe. 

You can be sure that those figures 
raised the eyebrows of many com- 
puter game executives. When 
David Etheredge, software game 
designer at MicroProse, proposed 
his vision for Magic, the computer 
game, Wizards of the Coast presi- 
dent Peter D. Adkinson was delight- 
ed. 

One of the features of the demo 


he saw that might have caused him 
to smile is the same quality artwork 
that appears on every Magic card. 
CD-ROM technology and 640x480 
Super VGA truly brings the stunning 
original art of the card game to your 
monitor. 


Go against a computer oppo- 
nent or on-line with others. 


Magic: The Gathering will be 
available for play on-line as well as 
a stand-alone game against a com- 
puter opponent. New comers will 
then have the opportunity to get the 
feel for the game in an apprentice 
mode before hooking up with other 
wizards. 


oS ee Be :, ‘atten. 


The artwork is true to that found on the actual cards. 


her Macie Fan 


here have been many computer games based on popu- 
lar board and role-playing games. Since most of them 
cannot be played alone, and some require a lot of 
record keeping, a computer version is often welcomed 
by its fans, sometimes outselling the original. 


The game will include 1,000 dif- 
ferent cards that players will gain 
access to based on how well and 
how often they play. The CD-ROM 
will contain cards from the Revised 
Edition and from four expansion 
sets—Arabian Nights, Antiquities, 
Legends and The Dark. Special 
rewards will be established for 
those who win tournaments and 
other events on-line. 

To help develop and manage the 
on-line portion of the game, 
MicroProse has signed an exclusive 
agreement with  Simutronics 
Corporation for their expertise with 
GemStone Ill on GEnie and 
CyberStrike. 

Will the electronic cards attract 
Magic players as much as the paper 
ones, and will they possess the 
same charm? That remains to be 
seen when the game is released, as 
will the success of the whole idea 
that trading cards can be as much 


fun on a computer. 


ORY 
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THE GREATEST ARGADE GAME IN HI 
Koo 


Keep your butt in your favorite comfy chair 
at home and play the arcade perfect 
version of Super Street Fighter II Turbo for 
your PC or PC CD-ROM. Go at it with all 17 
Street Fighters including Cammy, 


» fighting makes you hungry, the 
Dee Jay, T. Hawk and Fei Long— GAME TEK refrigerator is seconds away. 


and a mysterious new boss. At your 
disposal: the first true 6-button action in a 
PC game, three distinct speed settings and 
lethal new moves. Hey, and when all that 


©1995 GameTek (FL), Inc. 2999 Northeast 191st Street, Suite 500, Aventura, Florida 33180 U.S.A. ©1995 CAPCOM Co., Ltd. 
C APCOM All Rights Reserved. CAPCOM and Super Street Fighter Il Turbo are registered trademarks of CAPCOM Co, Ltd. 


To get Super Street Fighter II Turbo, visit your local retailer or call 1-800-GAMETEK (1-800-426-3835). 


COMPUTER 
GAME 
REVIEW 


ZOOP 


Not since Tetris have so many 
people become addicted to one 
puzzle game. The simplicity of the 
controls make it accessible to so 
many. But a lot of gamers now know 
that it is a terribly difficult game to 
master. 

Viacom expects their game to 
have the same effect. When is the 
last time you played a game that 
only used the four directional keys 
and a fire button? That’s all there is 
to it. 

Possibly the most interesting ele- 
ment of the game is the way it uses 
visual deception by altering the way 
the graphics are laid out on the 
screen to increase the difficulty from 
one level to the next instead of just 
speeding up the pace of the game in 
the traditional manner. 

The premise is simple, too. You 
control a triangularly-shaped piece 
that can be moved around in a 
small, square area in the middle of 
the screen. Simultaneously, four dif- 
ferent enemies, each with its own 
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Through the use of visual 
deception, levels get harder... 


shape and color, begin to emerge 
from the four sides of the screen, six 
rows to a side. The ones already on 
the screen get pushed toward the 
center by the new ones emerging in 
a stacking fashion. If one gets inside 
the border of your square, you die 
and the game is over. 

Your only defense is to shoot them 
before they can get close. There is 
a catch, however. You can only 
destroy the ones that are the same 
color as yourself. But you may also 
destroy an entire continuous row of 
them, as well, for bonus points. 
When your shot reaches a piece of 
a different color, then you change to 
that enemies color and It changes to 
the color you were before. 

Sounds in the game also give 
queues as to the status of the play- 


ing field. To get to the next level, 
there is a designated number of 
enemies that you must destroy. 
When you get to the next level, how- 
ever, the enemies will still be in the 
same place as before, so each level 
does not start from scratch. 

Zoop will be released simultane- 
ously on virtually every platform, 
including PC, Windows 3.1 and Mac 
as well as a variety of gaming plat- 
forms. In fact, Viacom plans to 
release a total of eight versions. 


Se 
...and harder and harder and 
harder. 
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Wetlands 


Similar in style and play to such 
popular titles as Rebel Assault and 
Cyberia, Wetlands, from New World 
Computing, will consist of 
arcade/action sequences and ani- 
mated cinematic __ interlude 
sequences. It will use a combination 
of three-dimensionally rendered 


Fight a variety of robot guards and armored personnel. 


graphics and rotoscoped cell ani- 
mation to create a richly detailed 
world. 

Players assume the role of John 
Cole, a freelance bounty hunter, 
hired to track and apprehend an 
escaped criminal mastermind who 
has developed the ability to destroy 
planets within the galaxy. To find 
him, Cole will have to. visit 
WetLands, an ancient colony world 
now totally submerged in the sea. 

Along the way, players will use a 
variety of vehicles, weapons and 
technology, including — futuristic 
cycles and submarines. 

Unlike Rebel Assault and Cyberia, 


Fly through the ocean depths 
into the hidden world. 


you get to choose different paths in 
the arcade sequences. All of the 
action takes place from a first-per- 
son perspective to give you the feel- 
ing of control. 
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THE MOST CELEBRATED STRATEGY GAME IN HISTORY GOES ON-LINE. 
INTRODUCING SID MEIER’S CIVNET*' 


Experience the best-selling Sid Meier's Civilization® as a multiplayer Windows game! 
With Sid Meier’s CIVNET™ play on-line via the Internet, over a local network or go 
head-to-head by modem. Build the Pyramids and the Great Wall. Conquer Earth or an 
undiscovered planet. Play history’s greatest leaders and your friends — in any combination, 
up to seven players at once! Broadcast messages simultaneously to your opponents. 
Become allies with some. Taunt others. You decide. Because once you get your hands 
on Sid Meier’s CIVNET™, Civilization will never be the same. 


http://www.microprose.com 


©1995 MicroProse Software, Inc. All rights reserved. 
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Synnergist 


With the fast paced advancement 
of computer technology, many 
game developers focus too much 
on audio/visual effects ignoring the 
underlying game play. They often 
lack the depth and interest that can 
only come from a strong cast of 
characters in a compelling story. 
Books are still popular, aren’t they? 

21st Century hopes that their 
upcoming product, Synnergist, 
might overcome some of these 
problems. The state-of-the-art tech- 
nology will be there, as they are 


Hand painted background add 
to the beauty of the graphics. 


licensing the same method used to 
make Noctropolis, an adventure 
game resembling a dark and myste- 
rious comic book. 

The setting for their version of a 
compelling story is in the chaos- 
tainted city of New Arhus, where the 
player is on the trail of a vicious 
killer. As Tim Machin, you are a 
reporter surviving in the tumultuous 


More than four hours of 
spoken dialogue will help 
propel the story. 


world of 2010. Driven by the myste- 
rious death of a friend, and the dark 
visions that shroud your memory, 
you strive to find the connection and 
the revelations that lay beneath 
them. 

To insure realism within the game, 
over two hours of full motion video 
will attempt to breath life in to the 
citizens of New Arhus. Synnergist 
also features over four hours of spo- 
ken dialogue and a “transparent” 


interface which allows the player to 
interact freely within the environ- 
ment. 

The beauty of the graphics comes 
from over sixty hand painted back- 
grounds, forming a hybrid style of 
both gothic and art deco forms con- 
sistent with the setting. 

So how well can a popular pinball 
game developer make an adventure 
game? We'll have to wait and see 
this fall. 


video will familiarize you with 
the characters. 


Requirements 


486/33+, SVGA, 4MB RAM, 
2xCD-ROM Drive 


Visit many stra 


Prisoner of Ice 


Inspired by the novel, The 
Mountain of Madness by H.P. 
Lovecraft, Prisoner of Ice from 
lMotion is the second installation in 
the Call of Cthulhu mystery/adven- 
ture series. The story combines 
occult magic and Nazi espionage in 


Over two hours of full motion 


nge yet familiar places in Prisoner of Ice. 


this latest graphical adventure 
game. 

150 intricately detailed back- 
grounds carry players on a whirl- 
wind trek that begins at the south- 
ernmost tip of the planet. From the 
frozen Antarctic, the journey 


Realistically rendered scenery 
adds to the feel of the game. 


stretches to Tihuanaco, the 
Falkland Islands, and on to a 
remote New England village. 

The tale begins with a daring 
escape from the Ahenerbe, a clan- 
destine division of Nazi scientists. A 
celebrated explorer has smuggled 
top secret cargo that carries a grue- 
some secret, and the conse- 
quences are deadly. 

Players take the role of Ryan, an 
American agent who finds himself 
deeply embroiled in an adventure of 
gigantic proportions. It is up to you 
to see him to the ending that suits 
your own gaming experience. 
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Requirements 


386DX/33+, VGA, 4MB RAM, 
1xCD-ROM 
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Alert your Away eam and pick the right 
8 combination of talent for each critical mission. 
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Join’Captain Picard” and the crew. *: The unthatched realism of“A Final. « mn cnaleet aad Nighy vanced 
* in “A Final Unity? aninteractive. .. Unity” is brought to life by characters 
‘CD-ROM adventure filled'with mystery ~~ who speak to you, rich cinematic 
_and danger. Control the USS. - 


civilization slowly unfolds. 
* 
_ sequences, Super VGA graphics, and 
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. Enterprise” as you encounter treach- 


Also look for STAR TREK: 
erous alien ships, visit strange new 


THE NEXT GENERATION * 
“Future’s,Past” onSuper NES* 
CD-quality sound and music, , | : 
* * a 
“Experience hours of entert ining ae 
worlds, and travel from the outposts | exploration as you unravel secrets from | Available for 
. of Federation space and beyond, . the ancient past in this STAR TREK: ~ IBM CD-ROM 
into the uncharted dangersofa © THE NEXT-GENERATION” epic. “ Sa 
oa. nebulays © . ‘ aa es Take your post and Engage! . 


a TREK: THE NEXT GENERATION “N Final Unity” 


.* i | . * 
os Te , 
: Big oe , ” * 
3 . ‘ 2499 Matiner Square Leop, Alameda 
 B and © 1995 Paramount Pictures. All Rights ReseMPett STAR TREK: THE REXT GENERATION | isa Rapistered® : 
« Trademark of Paramount Pictdres. Speetrum HeloByte i is an Autherized Uset. Spectrum HoloByte is a registered 
—— of Spectrum pact Inc. Other wademarks are thé property! oftheir respective b holders. 
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GEMINI GAMES 


Latest Games at 
Wheolesale Prices! 


7th Guest 2: The 11th Hour 50 
1830: Railroads & Robber Barons 34 
1944: Across the Rhine 47 
Advanced Civilization 34 
Apache Gunship 43 
Blood Bowl 33 
Breach 3 33 
CivNet (Multiplayer Civilization) 47 
Civil War 39 
Command & Conquer 46 
Daedalus Encounter 45 
Daggerfall 47 
Dark Forces 44 
Descent 34 
Dungeon Master 2 35 
Exploration 44 
Flight Unlimited 46 
Full Throttle 41 
Front Page Sports: Football Pro'95 45 
Harvester 43 
Iron Assault 38 
Jagged Alliance 45 
Lords of Midnight 47 
Lost Eden 38 
Magic Carpet 42 
NASCAR Racing 46 
NBA Jam! 43 
NBA Live! '95 46 
NHL Hockey '95 39 
Panzer General 39 
Perfect General 2 a7 
Relentless: Twinsen's Adventure 42 
Rise of the Triad: Dark War 33 
Space Quest 6: Spinal Frontier 43 
Stalingrad 38 
Star Trek: TNG - A Final Unity 47 
Under a Killing Moon 49 
U.S. Navy Fighters 45 
Tie Fighter 39 
Transport Tycoon 42 
Warcraft: Orcs & Humans 38 
Wing Commander 3 oe 
Wings of Glory 39 
X-COM: Terror from the Deep! 38 


FREE Shi 


ping 
on Pre-Orders! 


Call for new releases 
and additional tities! 


Call for FREE Catalog! 


{ 
300-654-GEMINI 


6am-10pm Pacific Time, Mon-Sat. 
We accept Visa, Mastercard, 
checks and money orders. COD $5. 
UPS Ground Shipping is just $3.50 on 
any size order in the continental U.S. 
or $5 for Express Shipping. 
Air Mail to Canada, Alaska, Hawaii, Puerto Rico, 
APO/FPO, PO BOX is $4 per shipment. 
No handling and other hidden charges. 
Make checks payable to: 
Gemini Games 
P.O. Box 7130. Alhambra, CA 91802 


* Free Shippng offer valid for titles that have not 
been released. Good only in the continental U.S. 


CA residents subject to 5% tax. 


Slipstream 5000 


If you are not a fan of traditional 
racing games that limit you to the 
two dimensions of the ground with- 
out guns to blast your opponents, 
Slipstream 5000 from the British 
software house, Gremlin, might be 
more of what you're looking for. 

The game takes place around the 
time when Slipstream racing was 


Watch out for jutting bill- 
boards through the Tokyo 
streets. 


formed, in the year 2015. It originat- 
ed as an illegal and highly danger- 
ous street racing movement where 
the stakes were high and the out- 
come unpredictable. With its growth 
in popularity, these road vehicles 
evolved into a fantastic array of fly- 
ing crafts, capable of high speeds 
and incredible maneuverability, on 
the now highly acclaimed and legiti- 
mate Slipstream circuit. 

The fast, three-dimensional graph- 
ics engine creates the varied 


Choose from ten different racing 
teams and then outfit the vehicle 
with an assortment of lasers, mis- 
siles, shields and armor that you 
can purchase with the money 
you've earned from the races 
you've won. 

In-game commentary keeps you 
abreast of the situation during the 
race and before in the fly-by preview 
of the track. After the race, pc can 


The forest in the Amazon can 
make things visually confus- 


ing. 
play those exciting moments back in 
the instant replay. 

Fly solo or compete with a friend 
in two-player split screen mode or 
link up your computers with a serial 
cable. Better yet, race against a 
number of human opponents on a 
network or modem line. 

Whether you race against silicon 
or flesh, you can be assured that the 
pace will be fast and their methods 
ruthless. It makes the Indy 500 
seem like a walk in the park. 


If you can’t catch ‘em, shoot ‘em. That’s the way it goes. 


scenery of the ten tracks located 
across the globe. Race in the blind- 
ingly bright icy Fjords of Norway, in 
the heat of the Egyptian desert as 
you pass through ancient depths of 
the Pharaoh’s pyramids, over and 
through the brightly lit streets of 
Tokyo at night and through the lush- 
est interiors of the Amazon. 
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Aon Great ‘Tale has Js ‘Begun. 


ong ago, in the days when Ireland was far removed from the mainland 
m4 civilizations of Europe, the early Celtic tribes were locked in a bitter war _ 
with the Other World. The tribes of Eire were joined as one people, the Tuatha ; 
de Dannan. Their Other World enemies, who lurked off the islands shores 


were known as the Fomors, their powerful leader, Balor of the Evil Eye. 


When you enter Celtic Tales, you enter the turbulent struggle to save “7 

the tribes of Eire from Balor’s evil. Tired and broken, your people have litle left to 

sive to the struggle. Regarded as an intruder, your task is to rebuild the land, strengthen the 

tribes and become High Ruler of Eire. Then with your trusting champions, you must seek out the 
aers Runes, some at W a are sa in Balor’s grasp. Once in pus possession, the Runes will 


Play 1 of 8 mythical characters from the tales, including the war goddess 
Medh and Lugh the god of Light 


Experiment with Rune magic, procure new Runes & expand your 


magical powers 

Recruit Bards, Druids and Warriors to assist you in your quest 
Direct your champions to develop the provinces you control 

Align the tribes to your direction in a quest to become High Ruler 


Take part in Tribal Council to learn of Balor’s movements as well 
as the status of your champions and tribes at 
Mysica, Ammon Ti 


Carry out cattle raids on neighboring provinces and use paerarrs Yeu Faeal 


them as barter for valuable items 


& With its RPG style game play, you must collect the Runes 
hefore battling Balor 


| All commands are animated throughout your turn 


1-4 players with two exciting scenarios Available for IBM PC. 
KOEI games are available 
in retail outlets nationwide! 
If you can’t find the KOEI 
product you are looking | “gy 
=— —= for, call us at 415/348-0500 Sea 
(9AM to 5PM PST), tag 
KOEI Corporation, 1350 Bayshore Hwy, Ste. 540, Burlingame, CA 94010 


Celtic Tales; Balor of the Evil Eye is a trademark of KOEI Corporation. IBM is a trademark of International Business Machines Corporation. CompuServe: GO VIDPUB, Sect. 4 
Celtic Tales; Balor of the Evil Eye has not yet been rated by the E.S.R.B. 


Online Support offered on 
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War Patrol 


Interactive Magic, the company 
that wants to make war fun, will 
soon be releasing War Patrol, a 
submarine simulation containing 
historical detail and authenticity. 

The initial BattleSet is in the 
Pacific Theater and contains thirty- 
two historic U.S. patrols and ten for 
Japanese commanders. Go for a 
top wartime score by playing a cam- 
paign of patrols, or design your own 
battles. 

War Patrol will model all of the 
submarine classes, from Japanese | 
Class to GATO and the Argonaut, 
S-Boat and Balao. Also slated for 
later this year are add-on BattleSets 


Go after Japanese Merchants, 
Tankers, Cruisers... 


that will contain more theaters, 
ships to blow up, subs to control, 
and extra missions. 

Running in Windows should give 
the game a friendlier interface with- 
out the need to memorize key com- 
mands. 800x600 SVGA resolution 
will provide all of the sharp detail 
you demand from your war game 
simulations. 


..and blow them clean out of 
the water. 


Battleground: 
Ardennes 


As the first release from a new 
company called _—_ TalonSoft, 


Battleground: Ardennes is set in the 
middle of the last great German 
offensive of World War II known as 
the Battle of the Bulge. 


The battles take place at the 
platoon/company level. 


The action takes place at the pla- 
toon/company level providing a 
good background for recreating 
combined arms tactics using units 
such as the famed “King Tiger” tank. 

TalonSoft expects the game to 
break new ground with _ its 
Battleview™ feature that allows you 
to zoom in on the game as if you 
were looking at the battle from atop 
a nearby hill. Like a great general, 
you can feel like you’re standing 
there, looking down from up high as 


Command your forces in the 
last great German offensive of 
WWII. 


Windows interface _—_ delivers 
extremely easy and fast access to 
all the features of the playing field. 
An on-line help feature gives fast 
answers to questions. 

The game boasts several training 
scenarios to get you up and running 
fast, and fifteen to twenty painstak- 
ingly-researched historical scenar- 
ios that let you test your own skills in 
a less bloodied manner. Command 
either the Germans or the 
Americans on lavishly hand-painted 
three-dimensional terrain. 

Historically accurate representa- 
tions highlight Volume One of the 
Battleground series of Historical 
Strategy games. Detailed archive 
maps were used in preparing the 
landscape that is expected to be the 
hallmark of the Battleview™ gaming 
system. 

Look for Volume Two, Battle- 
ground: Gettysburg this fall. 


Attack on Stoumont, 19 December 1944 Me 


=| 
File Phase Units Assault Status Display A/Il Help 
om 


shells blast all around you, your 
arms akimbo, you don’t even flinch. 
You slowly raise one hand and then 
suddenly drop it as you shout out 
the order, “Attack!,” and feel proud 
of yourself and your country! 

On the battlefield, the game scale 
is 250 meters per hex and ten min- 
utes per turn. The customized 
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Ist 508 Callers Who 
Order Space Sirens 2 
_ Receive $10 Off the 
~ regular price of $69.95 
and a FREE PIXIS 
Sampler 3 CD-ROM 
(A $9.95 Value). 


CALL TOLL FREE TO ORDER: 


8009997995 


TEL: 201.783.3600 
FAX: 201.783.3686 


Send Orders To: 
Mission Control, 7 Oak Place - 


An Interactive Game On CD-ROM CGR 0695-PIX - Montclair, NJ 
07042. MC, Visa, Discover, 
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“Complete lunacy and utter 
mayhem... Radical freeriding 
sequences and outrageous 
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- Snow Boarder Magazine 
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CALL TOLL FREE TO ORDER! 1.600.999.7995 


Or 1.201.783.3600. Fax 1.201.783.3666. EMail MissionCO0@aol.com. Send Orders To: Mission Control, 7 Oak 
Place, CGWO0595, Montclair, NJ 0704e. Visa, MC, Discover, Checks & Money Orders. Checks Held 14 days. 
© 1995 B Media Please Include Phone Number. Shipping $7 Overnight (Most Areas). Int’! Shipping $25 (Most Countries). 
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ESPN National 
Hockey Night 
Since the NHL Players 

Association have settled their differ- 
ences with the owners, they’re back 
on the ice for a truncated season. 

With ESPN National Hockey 
Night, you can play the full eighty- 
four game season, alone or with 
someone else. The two player 
mode allows either competitive or 
cooperative mode with any of the 
twenty-six NHL teams and the full 
NHLPA rosters. If you and a friend 
consider yourselves real hockey 


expertise behind this product. After 
all, they sound like they know what 
they're talking about on Sports 
Center. 


Requirements 


AVIRA / B) 


ave 


Take to the ice with play-by-play from ESPN’s Bill Clement. 


fans, see if you can take Ottawa or 
the Tampa Bay Lightning all the 
way. To see how well your team is 
doing, review and save all player 
stats and pick the best teams to bat- 
tle for the Stanley Cup. 

With an attempt at accurate play- 
er and puck physics, slapshots and 
break-aways should look and feel 
realistic. 


The game will also feature exten- 
sive play-by-play narration by 
ESPN's very own Bill Clement and 
the cable station's theme music in 
CD-quality audio. 

With the ESPN name on it, one 
would hope there would be some 


Let’s hope Jeremy Roenick ; 
doesn’t get hurt in this one, 
too. 


Dr. Drago’s 
Madcap Chase 


The basic game premise might be 
familiar: drive a car and race against 
other opponents by trying to reach 
various destinations first. But this 
isn't a race against time; this is a 
race for money. 

The object isn’t to be the first one 


to arrive is an the Paris to Drakkar — 


rally. The object is to make as much 
money as you can along the way. 
The winner is the one with the 
healthiest bank balance at the end. 


* 


Race from one European city 


to the next. 


There are a variety of routes you 
can take, some riskier than others. 
But risks often bring greater 
rewards. Just when you think you 
are in front, however, everything 
can change and you might sudden- 
ly find yourself starting to lag 
behind. New and unpredictable 
events can make your life difficult. 
Pick up Chance cards to help you 
make tremendous progress or 
Cause you to experience devastat- 
ing set-backs. 

The trick is to be in the right place 
at the right time to make the most of 
those precious Chance cards and 
snap up the best properties along 
the way. Put as many obstacles as 
you can in the way of the players to 
impede their progress. 

But don’t fall too far behind and let 
Dr. Drago catch up to you. He can 
do whatever he wants and will gam- 
ble all of your money away, sell your 
properties, tear up your chance 
cards and waste your hard-earned 
money on flashy cars for himself. If 
things are going bad, he can make 
them worse. 

Dr. Drago’s Madcap Chase from 
the German company, Blue Byte, 
allows for up to five players. The 
game includes plenty of cartoon- 
style characters, each with their 
own characteristics and specializa- 
tions and digitized speech. 

If standard racing games are not 
your thing, this one doesn’t require 
any special skills except for a knack 
for making money. 


opponents with different 
Styles and skills. 


Requirements 
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An unlimited number of levels, from the beginner 


level, where the computer emulates human behavior 
by making mistakes before fighting for the lead, to 
the world championship level. 

The chess engine of Virtua Chess has been the 
Chess World Champion. 

This engine, written in assembly language, is 3 
times faster than Chessmaster 4000™ and Kasparov's 
Gambit™. This means that it will analyze 3 times more 
moves than the competition in the same amount of 
time. 

Virtua Chess will analyze your saved games while 
you sleep and advise you on the best possible move 
in the morning. It will even think when it is your turn 
to play, therefore using your time to find its best 
move. 

It features a large library of classic moves and 
game openings. However, you can disconnect access 
to the library. 

All recognized Chess rules are supported. 
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Chess level : % Beginner || Family s Championship 
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| want to receive a copy of: | _|Virtua Chess for CD-ROM ($39.99) 


Please allow 6 to 8 weeks for delivery. 


Order now and save $$$$. The first 1000 copies of Virtua Chess will be sold for only $39.99, ten dollars off the retail price 
To receive one of the first 1000 copies of Virtua Chess at our special introductory price, please fill in this coupon 

and return with your payment of $39.99 to : Titus Software Corporation, 20432 Corisco Street, Chatsworth, CA. 91311 

(A demo CD-ROM is available for $10, which is deductible from the regular price when you decide to buy. 


This game has all you 
ever dreamed of and more... 


wy 


A unique 3D representation that allows you to 
choose in real time your best view angle, lens type and 
zoom. All 3D chess pieces were Silicon Graphics™ 
modelled. 

» A very fast and user friendly window environment 
supporting high resolution VGA & SVGA cards fully 
compatible with all DOS and Windows computers 
(from 640x480 in 16 colors VGA to 1024x768 in 256 
colors SVGA/VESA). 

Featuring four highly styled and recognizable pieces 
in three sizes. 
> Real time display of the opening library used, of the 
best move found by the engine, and evaluation of the 
current position. 

» Automatic savirig of the game and the entire window 
environment on your hard disk when quitting. 

All the moves may be entered directly on the 
keyboard (ex: g]f3 or Nf3), with the mouse or with the 
Saitek PC Auto Chessboard™ (sold separately). 


| |Virtua Chess demo for CD-ROM ($10.00) 


Lith Over 5 Years 
in Research 
and Development, 


Titus has Produced 


the Most Advanced 
and Powerful Chess 
bame to Date. 


£ 


Play with your friends and colleagues utilizing the 
network option (using IPX). 

Modify the strategic thinking parameters of Virtua 
Chess, thereby increasing your chances (although this is 
cheating...). 

Search of Check-Mate. Virtua Chess is able to find 
Check Mate positions well in advance and in a glimpse. 

Cancel option allows you to change any previous 
move and continue from that point, or to move 
backwards and forwards through the game. 


Sounds are optional to allow for greater concentration. 


a 


Virtua Chess will automatically access all the 
available RAM of your computer. No installation 
necessary. No memory manager required. Nothing to 
change in your current configuration. 

You will be playing directly from your CD ROM drive 
while saving your game onto your hard drive. 

Minimum configuration: 386SX16 with 2 Megabytes 
of RAM, a VGA card and a mouse. 

Recommended configuration: 486DX33 with 4 
Megabytes of RAM and a VESA driver. 

Best configuration: Pentium with 8 Megabytes of RAM. 


Virtua Chess will constantly 
be updated with new versions 
improving its already 
see game play and 
options. Please refer to the 
registration card inside each 

| game for more information. 


©1995 Titus Software 
Corp. Virtua Chess, Titus 
and the Titus logo are 
trademarks of Titus 
Software Corp. Silicon 
Graphics, DOS, Windows, 
Kasparov's Gambit, 

rm" Chessmaster 4000, Saitek, 
and PC Auto Chessboard 


are trademarks of their 


E respective owners. 
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Amazing Media is a seven year old 
company who began doing multi- 
media for hire mostly on corporate 
assignments. Then they published 
edutainment titles through Grolier 
(Wyatt Earp’s Old West) and 
Software Toolworks (now 
Mindscape) for which they did 
Maniac Sports. This is their first big 
move into gaming. Steve Greenlee 
talked with Keith Metzger, Co- 
President and Creative Director; lan 
Brown, Senior Engineer and Paul 
Taylor, Art Director and a member 
of the design team. 


CGR: Can you give us 
some background on your 
upcoming game? 


Keith Metzger: “Okay. Frankenstein 
is a 3-D adventure game and it 
takes place in a virtually created 
world, it's been pre-rendered. It 
casts you in the role of monster and 
then you, the game player, [must] 
deal with the situation, meaning that 
you are falsely accused of killing 
your daughter, put to death and 
youre resurrected by Dr. 
Frankenstein. That's essentially 
where the game starts. Then, 
through the game you are faced 
with...let me think of how to put this. 
The game is separated in different 
acts and even though it is not linear, 
it can be played in many different 
ways. There are essentially different 
levels of awareness and game play 
that occurs as you play. | don’t want 
to get into those because | don’t 
want to give the game away, except 
to Say you wake up on the table and 
you don't, in the beginning, know if 
you're dead or alive and if the doc- 
tor is crazy—maybe someone from 
hell—and that he really didn’t bring 
you back to life. So, through the 
game you start investigating the 
castle [and] the doctor’s technology 
and you stumble upon some mys- 
teries that involve the murder of 
your daughter and things like that. 
“Game play revolves a lot around 
what we call ‘interactive physical 
mysteries,’ which are not code puz- 
zles. [That's] probably the best way 
to put it. There are a couple of code 
puzzles in there, but primarily it’s 
physical mysteries. They are essen- 
tially puzzles that deal with the 


manipulation of physical objects 
that make-up part of the game world 


and logically fit within the game 
world and story.” 


CGR: Something a long the 
lines of a graphic adven- 
ture? 


KM: "Yes, except that [in] a lot of 
graphic adventures we played, a lot 
of the puzzles we played did not 
necessarily fit well with the story or 
the environment. They seemed to 
be more kind of taped on top of it. 
SO, In a way, Our goal was to kind of 
imagine if we were really there. 
Really, really, really there, what kind 
of challenges would we be faced 
with and then to reconstruct those in 
a way like we were really there, 
rather than really playing a game.” 


CGR: Why the Franken- 
stein story? 


KM: "That's a good question. The 
idea of doing It initially came about a 
couple of years ago when we heard 
that another movie was being made 
about it. It wasn’t so much that we 
wanted to do it because there was a 
movie, but because there was a 
movie being made about it, it 
reminded us about how much inter- 
est there still was in the story in 
terms of recreating a world that you 
interact in, a world filled with physi- 
cal things that you have to manipu- 
late that deal with the story. We 
couldn't think of a better story to do 
that with, because the fact that this 
story includes so many physical 
things, objects, gizmos, gadgets 
and technology we didn’t have to 
invent and fill a world full of stuff. It 
just kind of dictated that there would 
be a lot of this kind of stuff.” 


CGR: Since we all know the 
story so well, either from 


E 5S OF THE CREATOR 


reading it or watching one 
of the many interpretations 
of it in movies, how did all 
of that effect your interpre- 
tation of it for an interactive 
game? 


KM: "Well, our story in some ways 
kind of borrows a little bit from all the 
other stories, but then in some ways 
it is uniquely its own. | think one of 
the unique threads that kind of runs 
through some of the other stories is 
an issue that’s not crucial to game 
play and some ways is an issue 
about your own humanity and who 
really is the monster. | think that’s 
been explored in all the stories that 
I've been exposed to about 
Frankenstein and it sounds kind of 
like a lofty philosophical concept 
that maybe is not crucial to the 
game. We don't dwell on it forever, 
but it is there and it is a part of what 
we take people through.” 


CGR: Did you feel any pres- 
sure on doing a game with 
such a time tested story? 
Was there any pressure 
because it was Franken- 
stein where you wouldn’t 
have felt that pressure if it 
had been something you 
concocted out of your own 
imagination? 


KM: “I would say the pressure that 
we felt was when we started, we 
had certain goals in mind [about] the 
game we wanted to create. We 
knew what we liked and didn't like 
about other games on the market 
and we had very very firm, very spe- 
cific ideas about what the right way 
to approach the interface was. The 
right way to build a significant story 
and stick with the story. | think if we 
felt any pressure, it was while we 
were attempting to execute those 
things and do it in such a way the 


game would be fun, enjoyable and 
successful. But in terms of trying to 
be true to the story of Frankenstein 
or any of that, no, | wouldn't say 
pressure. | would say it was one of 
the creative challenges.” 


CGR: How did you go 
about capturing the horrific 
elements of the story in the 
game? 


KM: "Well, it’s a good question, 
because | think that one of the 
things that we felt games didn’t do 
was make you feel strong emotions 
the way a movie does. So, when 
you're watching a movie one minute 
you're happy, one minute sad, one 
minute you're scared—kind of how 
a movie manipulates your feelings. | 
don't remember how Alfred 
Hitchcock put it, but to paraphrase 
him to the effect that, his business is 
not making movies, it's manipulat- 
ing an audience. We felt like most 
games did not do that. At least in 
adventure games. Obviously, Doom 
can make you feel very scared and 
compelled, but in most adventure 
games it was more like you sitting 
there with this huge interface 
between you and the game and 
then you were just kind of playing 
this thing. So, this is a horror or a 
monster story and we did want peo- 
ple to feel that horror. | think we 
accomplished that in a number of 
different ways. One is through the 
story and having strong story that 
the whole thing is based around and 
using music, using dialogue from 
some of the actors, using internal 
dialogue, which is your own internal 
voice that you hear from time to 
time. But, | think a lot of it had to do 
with Paul's work on the art direction. 
To create a real dark, moody and 
foreboding place, so that everything 
else that we were doing to make 
you feel horror would work.” 
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“,../in] a lot 
of graphic 
adventures we 
played, a lot of 
the puzzles did 
not necessarily 
fit well with 
the story or 

the environ- 
ment.” 
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“So, we 
didn’t want, 
and are 
intentions 
were never to 
have, an 
interactive 
movie...” 


COMPUTER 
GAME 
REVIEW 
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CGR: Did using live actors 
have an impact on the way 
you wanted the story to be 
told or could you have told 
it the same way using digi- 
tized characters? 


KM: "We are not real big on using 
digitized characters. I’ve seen it a lot 
where 3-D characters walk around 
the game and | don’t get it and | 
don’t get why one would want to do 
that when you're trying to create a 
world where it looks real. Obviously, 
if the graphic adventure were a car- 
toon it would make sense, but in our 
world, it was created in 3-D studio 
and it looks very real. By shooting 
our actors and compositing the 
scene, they look like they're really 
there. The idea of creating 3-D was- 
n't even a consideration. | think it 
would have made people feel less 
moved by the story.” 


Paul Taylor: "It would have made it 
easier to like, but it wouldn't have 
made it more real. If | can add one 
thing on the side of what makes it 
more horrific, we spent a lot time 
with the interface to make sure it 
was transparent, so that the user 
feels like there is no interface, so it 
feels like a game as much as possi- 
ble. We did that by not having a 
dashboard and not having just a 
cursor for the game, but by having 
[fewer] things that look like a game.” 


CGR: I’m not sure | under- 
stand. What is the game 
screen going to look like? 
Are you going to push the 
cursor over the screen to 
look for hot spots? Or how 
does it work? 


PT: ’You will push a cursor over the 
screen, but you will not have a tradi- 
tional dashboard with save, quit and 
that sort of thing...” 


KM: "You know, like in a lot of 
graphic adventures you have to 
click on pickup then you have to 
click on the item you want to pickup. 
Or you click on talk to. It’s probably 
more similar to, | guess Myst and 
7th Guest, where pretty much 
everything you select happens with 
your cursor.” 


CGR: | see. So, this is 
going to be from a first per- 
son perspective? 


KM: ’Yes.” 


CGR: Okay. So, we are 
always going to be looking 
out on a landscape or 
something? 


KM: "Right. And again you're the 
monster, so it's from your perspec- 
tive. You never see the monster 
because you're the monster.” 


CGR: You said earlier that 
you knew what you liked 
and didn’t like in games 
you’ve seen before. Could 
you expound on that a little 
bit more? What is it that 
you do or don’t like? 


KM: "I think what we don't like about 
other games is their inability to 
make you feel strong emotions one 
way or the other. Certainly they'll 
make you sit there and scratch your 
head in frustration and then once 
you solve the puzzle you'll feel joy. 
The only attempts we've seen to 
create really strong emotions was 
[at] the other end of the dichotomy, 
which were more of the cinematic 
interactive things. This is again, 
essentially a 3-D adventure. So, we 
didn’t want, and our intentions were 
never to have, an interactive movie, 
in which case maybe you stood a 
chance of getting people to feel one 
way or another. To steer them, to 
excite them, whatever. So, what we 
didn’t like about a lot the games 


Tim Curry and the Frankenstein crew. 


were they didn’t play with your emo- 
tions like a movie can or does.” 


PT: "I think another thing, once 
again, goes back to navigation is 
the confusion as well. We didn't like 
certain other games...well, in our 
game you can turn a full 360° any- 
where you are in the game...” 


KM: "Have you played Myst, 
Steve?” 


CGR: Yes, | have. 


KM: "We are doing a similar type of 
thing where we have pre-rendered 
views that from every camera posi- 
tion—there are always four as 
opposed to sometimes four, some- 
times three, sometimes two. 
Whenever you turn left or right you 
are always  looking...forty-five 
degrees? 


Paul and lan...”Ninety degrees.” 


KM: ”Ninety degrees. Sorry. So, to 
Summarize where we've been so far 
with that question, it’s one thing Is to 
have stronger story to hold together 
the elements of the game so that 
people are emotionally swept in to 
it. To have an interface where the 
intelligence is consistent. To have 
puzzles that have to do with the 
story aS opposed to just code puz- 
zles or puzzles that you've just got 
to get something and give it to 
someone.” 


CGR: That was a term | was 
going to get you to explain. 
What are ‘code puzzles?’ 
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“| ..conceptu- 
ally there 
was a story 
concept that 
we wanted 
people to 
achieve or 
learn or 
reach...” 


COMPUTER 
GAME 
REVIEW 


KM: A code puzzle is where essen- 
tially you just enter a code into 
something or turning the dials on 
something, those kinds of things. A 
lot of games out there are filled with 
nothing but that.” 


CGR: How was this game 
constructed? Did you write 
the story and do it as a 
movie storyboard? How 
did the actual construction 
takes place? 


KM: "It started as a story.” 


CGR: Like a short story? 


KM: ’Exactly. Then once we got that 
into a shape we liked, we said ‘we 
could base our game on this.’ 


Again, as opposed to only writing 
the story and having an interactive 
movie, we were kind of writing a 
game and the story to justify it. It 
started with a really strong story. It’s 
a good story. Then as we developed 
it, we made sure that it all made 
sense to the story. Because people 
will approach things at a different 
pace or from a different direction, 
it's tough to build momentum and 
Suspense when you don't exactly 
know how someone is going to 
approach an area of the game or a 
puzzle. So a lot of effort went to 
make sure that worked.” 


CGR: Those would be 
some of the non-linear ele- 
ments of the game play? 


KM: “Right.” 


CGR: It would not be accu- 


rate, then, to call these 
non-linear elements differ- 
ent endings? 


KM: "There are a number of differ- 
ent endings. How many endings are 
there? lan do you remember?” 


lan Brown: "Well, first there’s a 
number of different places where 
you could die, which | guess you 
could call an ending. There’s proba- 
bly three significant endings...” 


KM: "That are all very different.” 
IB: ”...where you could consider a 
gratifying end to the game. We don't 


want to give those away do we?” 


chorus of voices: “Nononono.” 


KM: "God no.” (laughs all around) 
But what's cool is that the three end- 
ings he’s talking about, you can 
reach any one of those and still 
have been exposed to virtually the 
same sense of things in the game— 
it's just how you dealt with them or 
what order you dealt with them. It’s 
things like that which can vary the 
Outcome, but it's not a random 
thing. It’s not like you get to the end 
and you get one of those endings 
and you have no idea why. It logi- 
cally makes sense [in Frankenstein] 
because there is a story going on.” 


CGR: Say for instance, can 
you miss something and 
still get to the end? Is there 
something you have to do 
in each segment in order to 
get to the endings? 


KM: "The game has a few main acts 


that have a huge amount of activity 
in them, and that activity can be 
approached from almost any differ- 
ent angle, in any different order. The 
game doesn't roll over in to the next 
act until some closure has been 
accomplished in that first act. | hate 
to say because it sounds like a 
movie or a play. It just means that 
conceptually there was a story con- 
cept that we wanted people to 
achieve or learn or reach and 
that...well | don’t want to talk about 
because | don’t want to give it away, 
but imagine that maybe twenty per- 
cent of the puzzles and the video Is 
in a certain area of the game in that 
you can access it in any order or 
any sequence, but that you don't roll 
over and start experiencing what's 
next until somehow you come to a 
conclusion in there.” 


CGR: How long is it going 
to take an average gamer to 
complete the game? 


KM: "Our best estimates at this 
point is about twenty to forty hours.” 


CGR: As to the actual pro- 
gramming, how difficult 
was it to program this 
game considering all the 
requirements that you 
wanted? 


KM: "lan.” 
IB: "Uh, is that for me?” (laughs) 


KM: "How come | get the feeling you 
don’t want to have to answer this 
question?” (laughs) 


IB: "Well, we sort of got a sense 
before hand of how difficult we 
thought it might be and with that in 
mind we went out and built our own 
description language to hopefully 
accommodate it. We've been using 
it for about six months now and 
we're still making refinements to it to 
accommodate finishing it...” 


KM: ’And our other games.” 


CGR: For all of our readers, 
as well as myself, what 
exactly is a description lan- 
guage? 
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“It’s pretty 
intense. It’s 
pretty much 
like putting 
together a 
virtual 
world. 
Everything 
that you 
need to see 
you have to 
create.” 


COMPUTER 
GAME 
REVIEW 


IB: “It's just we wrote our own little 
language to describe the space in 
which game play occurs. So, we 
break the game down into levels 
which are not acts, like Keith was 
just talking about, but sort of geo- 
graphic regions within every level. 
There are rooms and in every room 
there are cameras which are views 
which the player will stand at. Sort 
of viewing the landscapes that you 
were talking about. And within every 
camera [view] things can occur. It’s 
an ability for us, the programmers 
working on it, to describe all the 
events which will occur or can pos- 
sible occur within the game space.” 


Why do your own descrip- 
tion language? Wouldn't 
have been easier to use 
some other standard? 


KM: "Let me have a swipe at that, 
expanding on that. When we started 
Frankenstein one of the first things 
we created was like a game world 
map and the map basically covered 
the different levels in Frankenstein 
castle and the surrounding areas: 
the underground areas, the tunnels, 
the mining area, dungeons and all 
these things. Once we did that we 
were able to mark out all the camera 
positions in the entire game world. 
Each camera position has four cam- 
era views, so we could kind of 
stamp these around an area where 
ever we wanted, relative to where 
they needed to be based on puzzles 
you interact with, based on how you 
wanted people to move around in 
those things. 

“Once those were set in place we 
were able to quickly create a nam- 
ing convention for every single one 
of those views and without having 
virtually any art created yet, we 
were able to have someone sit 
down in our game description lan- 
guage, which we call Henry, to enter 
all those camera views and camera 
positions, [which] our program com- 
piles. Once the art for that is thrown 
onto the hard drive it’s all magically 
linked together. 

“Beyond that, Henry is also used 
to dealing with all the other things 
like hotspots, conditional state- 
ments, things like that. It's essential- 
ly a construction set that automated 


and made it a lot easier [to create] 
the type of game we were building, 
Frankenstein and a couple of other 
newer games that will be coming 
out this year and next year. It really 
speeded up that process.” 


CGR: You knew what you 
wanted in a game. You 
developed Henry in order 
to get that and now comes 
the look. How did the art 
come about? 


PT: "l think what we really wanted 
was something that didn’t look com- 
puter generated and clean looking. 
Something that looked very dis- 
tressed. Basically a virtual castle 
with grime and dents and rust and 
Stuff all over the place. 


KM: "| know we referred a lot to old 
monster movies in terms of the look 
and feel, so you'll notice when 
you're in our world there is a very 
high contrast and lots of dark shad- 
Ow areas, so it kind of gives you that 
creepy feel.” 


CGR: How hard was doing 
the art? 


KM: "Have you ever given birth?” 
(laughs) | haven't, but | can imag- 
ine.” 


PT: "It's pretty intense. It's pretty 
much like putting together a virtual 
world. Everything that you need to 
see you have to create.” 


KM: "The really cool thing on the art 
level is the animations. Even when 
you're just staring at a still image, a 
lot of things have been done to bring 


[it] to life. [If] you’re in the Great Hall, 
the torches will be flickering to make 
it feel more alive.” 


CGR: What was it like work- 
ing with live actors? What 
kind of spin did that put on 
game design? 


IB: “Tim Curry [Dr. Frankenstein] 
was really incredible. He was excel- 
lent. | was very impressed.” 


KM: "I think the control you need to 
exert there is with your script and 
making sure that your script works. 
Then you need to know what you 
want to do once you go into the stu- 
dio to get the performance you need 
out the people. | think we've all seen 
interactive works where the acting 
wasn't awesome, to say the least. 
Tim Curry was awesome. He 
became the part and he was very 
easy to direct. He needed almost no 
direction really. Rarely did we ever 
have to re-do a take because he 
wasn't in the right emotion, mood or 
didn’t put the right inflections on 
things. Then the other actors that 
are in it did an excellent job as well. 

“Again, it all has to do with the 
preparation in terms of the script, 
dialogue and the blocking. Not real- 
ly blocking, it's just getting the posi- 
tionings down right. We spent a 
tremendous amount of time working 
with our 3-D environments to figure 
out exactly where they should 
stand, when they start their lines, 
where they should be when they 
end them, where they should be in 
between.” 


PT: "And also how they should start 
and stop for looping points so we 


Coming to CGR in July... 
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“It’s sort of 
strange 
being asked 
to play Dr. 
Frankenstein 
because I’ve, 
for fairly 
obvious 
reasons, 
stayed away 
from mad 
doctors...” 


COMPUTER 
GAME 
REVIEW 


® 


could get them to cycle through for 
a couple of frames so they don't 
look like they’re just stiff.” 


KM: ’That’s a key point. One of the 
things that we just don't like in some 
of the other games is that when 
someone gets done reading their 
lines, they’re just frozen there. As 


far as I’m concern that really totally 
bursts that whole feeling [of trying 
to] make someone feel like they're 
really there. People just don't 
freeze. That requires creative plan- 
ning and thinking in terms of, ‘okay 
you can have them walk off or turn 
around in their chair. Or as Paul 
was talking about, creating some 


looping points, where maybe they 
kind of turn sideways and look like 
they’re reading something and then 
we loop two or three frames over 
and over to make it look they're 
reading something.” 


CGR: Was their any intimi- 
dation in working with a 
star? 


KM: ”| think the only intimidation | 
felt was not working with the star, 
but working with the star’s salary. 
Meaning we only have so much 
time to do it and this guy’s costing 
us X amount of dollars and boy we 
better not blow it because that’s a 
lot of money. That’s a little intimidat- 
ing, but | think that just forced us to 
plan really well and we did get done 
on time, so that was really good.” 

- Steve Greenlee 


THROUGH THE EYES OF THE ACTOR: 
A CHAT WTH TIM CURRY 


© 1995 Amazing Media. All rights reserved. 
Amazing Media: How is an 
interactive role different to 
your films? Do you prepare 
differently? 


Tim Curry: “Um, doing an interactive 
film, | guess, | don’t know what you 
call it really, piece of art? It's differ- 
ent from TV or film in the sense that, 
well first of all I’m astonished by the 
process. Keith Metzger, who runs 
Amazing Media, who asked me to 
do this one, took me into the com- 
puter graphics room and you can 
create a set, you can create an 
entire environment and move 
around in it and move it around. So, 
the human being is about the only 
kind of object you can’t replace, if 
you need one. It’s similar...| mean 
l've done sort of blue screen work 
before mostly for special effects of 
one kind or another in all kinds of 
things; in comedies, in dramas, in 
musicals. One of the nicest things 
about doing it in this medium is you 
can see a monitor and see yourself 
in the environment, so you can actu- 
ally relax and feel confident and 
comfortable, familiar with it. | never 
prepare, sO preparing wasn't diffi- 
cult.” 


AM: Do you see interactive 
entertainment one day 
becoming an art form in of 
itself along side TV and 
film? 


TM: “I think it’s really difficult to say 
at this point how interactive media is 
going to develop, because it obvi- 


ously has this enormous way to go - 


as far as it wants to go. | think it's an 
art form already, actually. (laughs) 
Whether it can obviously become 
more of an art form? |, of course, 
hope the human element will remain 
vital because | don’t want to talk my 
way out of a job (snicker), but | think 
it's already art. Just watching some- 
body draw on it is art. But | think 
there’s kind of a special relationship 
between the user and the program. 
Its an extraordinary one and one 
that you can develop exponentially 


the same way the technology is 


being used in interactive media 
exponentially.” 


AM: What did you find 
interesting about this role? 


TM: “It’s sort of strange being asked — 
to play Dr. Frankenstein because 
I've, for fairly obvious reasons, 


stayed away from mad doctors 


(laughs). But, | think if somebody 


asks me to play Dr. Frankenstein in 
a film I'd probably pause for quite a 
long time. But, first of all, I'm so fas- 
cinated by interactive videos any- 
way, | mean | think the whole idea of 


these CD-ROMs are amazing. But 


also, | think that one of the things 
about Dr. Frankenstein is that it’s 
part of all our histories and every- 
body knows how it works. And you 
can just sort of...there’s sort of...a 
kind of complicity between you as 
an actor in a game and the user. 
And | think the kind of echoes, shall 
we say, of other work are unavoid- 
able and actually rather fun.” 
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Mama mia! There's no toppin’ Pizza Tycoon™ Build a pizza empire with 
your personal recipe for success. Decide on a location. Decide on the menu. 
Decide on your relationship with the mob. Borrow money from them. 
Buy and sell guns for them. Anything goes. So uncork that bottle of Chianti 
and get ready for the game that really delivers. Capisce? 


For IBM*-PC & Compatibles on CD-ROM. 1-800-879-PLAY. http://www.microprose.com 


©1995 MicroProse Software, Inc. All rights reserved. 
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TACTICAL VIEW, OR 
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A STRATEGIC VANTAGE 
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You.t Ever Encounter 


° A New anp BRILLIANT 
Game SCORING History 


* SOUNDFONT™ 
TECHNOLOGY & DiciTizeED 
SOUNDS FOR A REALISTIC 
ComeBat ENGAGEMENT 


° Live ACTION VIDEO OF 
STRATEGIES FRom 
Miurrary GENERALS 


Bikimatse 


IT’S HERE AND IT’S POWERFUL! 
OVER 70 NEW AND DIFFERENT SCENARIOS! 


THE PERFECT GENERAL II 


is an unbeatable strategic and tactical 
experience with stunning graphics, intuitive 
interface and the sharpest artificial intelligence ever. 


THE PERFECT GENERAL II 

provides you with a superior challenge and 
brilliance that is unsurpassed in the computer 
gaming world. Feel the power as you command 
missions in the most exciting eras of world 
conflict. Airpower controls the sky, Rockets hit 
their mark, and tanks rumble across barren 
terrain as you lead your armies to victory on 
any one of the thrilling fields of battle. 


© levels of difficulty from novice to expert take 
you through historically and technically 
accurate encounters with the enemy. Modem 
and null-modem play capabilities let you choose 
your competitor. Master the intensity of 
nations at war. We proudly present to you the 
invincible sequel to the Perfect General... 


THE PERFECT GENERAL II. 


Created b y: 


QUANTUM GSUALITY PRODUCTIONS, IN 


A Subsidiary of American Laser Games,ine 


4801 Lincoln Rd. NE ¢ Albuquerque, NM 87109 


Sales Information: 505-837-5447 
Technical Support: 908-788-2799 


“There are 
very few 
products out 
there now 
that don’t 
receive a 
decent 
amount of 


quality 
assurance.” 


COMPUTER 
GAME 
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Beta testing computer software isn’t all 
fun and games. It’s easy to lose sight of 
the game in the maze of other issues... 


Top Star is one of the oldest com- 
puter gaming software companies 
around. They don’t make games, 
they test them. Steven Greenlee 
tested Top Star President Rich 
Heimlich on a variety of gaming 
issues. 


CGR: We often see a 
“Quality Assurance” credit 
given on a game. Just what 
is that? 


Rich Heimlich: "Quality assurance is 
basically a group of people dedicat- 
ed to assuring [the] quality of a 
product. That entails many different 
facets. Assuring the quality is an 
imperfect art in the best definition. A 
lot is left up to interpretation of what 
is quality and a lot of that is dictated 
by the product managers, but the 
quality assurance department must 
observe the primary goal and nature 
of the product, make it as compati- 


ble as it can be, that it is as an intu- 
itive as it can be. There are obvious 
things that are overlooked that a 
normal customer would trip upon. 
One of the problems you find in this 
industry is [the] people who are 
responsible for a product who have 


the forest for the trees syndrome. 
You know, they can't see. They're a 
little too close to the project to see it 
in an objective manner. That’s one 
of the reasons we're either an inter- 
nal quality assurance department or 
even better yet a third party quality 
assurance department.” 


CGR: Is it fairly common 
among gamers to _ say 
something like “Why didn’t 
they test this?” 


RH: "That's one of the things that | 
do take issue with. One of the things 
that | think is totally misrepresented 


at least from a consumer's stand- 
point to be able to say ‘hey, you 
don’t know what you're talking 
about,’ is the whole quality assur- 
ance situation. | see a lot of things 
on CompuServe and Prodigy, ‘I’m 
tired of beta testing your product,’ or 


‘How could you release this, it’s 
obviously not done.’ ‘You obviously 
have done no testing of this prod- 
uct.’ That is ridiculous. Nothing 
could be further from the truth. 
There are very few products out 
there now that don't receive a 
decent amount of quality assur- 
ance. The problem is that the con- 
sumer forgets that in this market 
you are talking [about] tens of mil- 
lions of different PCs and different 
configurations and it is virtually 
impossible to make everything work 
with everything. So, again this the 
goal of a quality assurance depart- 
ment—to make sure it works with 


the widest array possible. The two 
sides kind of go hand in hand; if you 
have a PC, there are going to be 
imperfections. That's part of the 
business. That’s the way it goes. To 
sit back and actually tell somebody 
or suggest that a product didn't 
receiving testing—that’s crazy.” 


CGR: Do the companies 
who you perform these ser- 
vices for ever ask you if 
you like the game? 


RH: "Yes and no. It depends on the 
company. There are companies 
[that] will get very involved with us. 
They are very into what we're look- 
ing [at] and what we’re hoping from 
a product. They know we have their 
best interests at heart, so they are 
very open to our suggestions and 
Our ideas as well as their own and 
vice versa. There are other compa- 
nies that [are] just interested in com- 
patibility testing. They don’t want to 
hear anything else, but there are 
some positive reasons for that. We 
could bring some ideas to light that 
would ultimately extend the product 
testing cycle past shipping dates 
and things like that. So, it depends 
on the company and the product. To 
be quite honest, | have a very long 
history of quality assurance testing. 
One of the well-known statements 
about quality assurance is ‘It’s our 
job to make sure your product is 
never finished.’ If it was up to a 
quality assurance guru to release a 
product you'd never get it, because 
in his eyes it's never perfect.” 


CGR: Let’s explore the 
anatomy of what you do. A 
company comes to you and 
they have a beta and...well, 
first of all, what is a beta? 


RH: "A beta is a pre-release prod- 
uct, something that is not in the fin- 
ished form. Every company will 
define that a little bit differently. But 
for the most part the definition is that 


it is a pre-release product that isn’t 
quite finished. The features are gen- 
erally all there and it needs to go 
through a testing cycle to make sure 
it's solid. When it’s considered solid 
it goes to ‘gold’ or finished. Then 
they can go out and publish it. It’s 
basically our job to get it from that 
point ‘a’ to point ‘b.”* 


CGR: The first time you 
load up a beta, are you 
looking for anything specif- 
ic? 


RH: “Absolutely. And there are 
other companies out there that do 
this, but we’re the oldest company 
around to do this. We’ve been 
around since 1983, so we feel we 
have a better jump on it than some 
of the newer companies, but sure, 
when you get a beta product in- 
house or in the cycle there is a cer- 
tain routine or test plan that is 
applied or followed pretty much to 
the letter. When | say ‘letter’ it’s a 
very malleable term. The letter gets 
changed, that whole idea gets bent 
with every bend in the product case. 
For instance, [when we] get a prod- 
uct in, one of the first things we do 
find out how stable the beta is at 
that point. Obviously, if the product 
Is blowing up left and right and 
crashing on stable, standard 
machines it’s going to have a prob- 
lem with the most esoteric designs. 
We try to identify that right up front. 
From there we know where to go 
and that's how the test plan gets 
changed and modified as the prod- 
uct moves along. ‘Okay, now that 
we know a product works with a 
Microsoft mouse, but it doesn’t work 
with other mice’, or ‘We know that 
the graphics are weak in a particular 
area, So we have to apply more test- 
ing on the video end.” 


CGR: So this is a code tor- 
ture test? 


RH: "Yeah, exactly. Programmers 


and QA departments rarely get 
along because we'll affect their work 
load. The good news is that proba- 
bly 95% of the programmers out 
there are committed individuals who 
want their code to be as perfect as it 
can. They have no problem with 
adding to it, but it of course adds to 
the number of hours they’ve got to 
work that week, so invariably when 
you get a call from Top Star, we’re 
not calling to tell you the weather is 
sunny and nice outside.” 


CGR: From the perspective 
of one of the oldest compa- 
nies performing these ser- 
vices, where has the soft- 
ware industry been and 
where do you see it now? 


RH: "My background was with a 
company called Sperry—Sperry 
Rand, Sperry Univac—and_ that 
goes to the time when the industry 
was Starting to emerge into some- 
thing bigger. It was kind of hidden 
back then. People didn’t know the 
term ‘quality assurance. Games 
went out with an ‘Okay, we think 
they're done’ [attitude]. The pro- 
grammers finished them and that 
was the end of that. There really 
wasn't a testing cycle. Back in 1983 
when we first put the whole concept 
forward, we hit a bit of resistance to 
the whole idea of checking on a 
wider array of hardware and actual- 
ly paying for that service. 

“Now we've gotten to the point 
where there are million dollar bud- 
gets for a game. Back then that was 
unheard of. A good chunk of that 
budget would go to making it the 
best product it can be. Never 
enough in my opinion—I think they 
spend too little on quality assur- 
ance, but that’s a biased perspec- 
tive. We've got a situation where 
we're looking at a Windows environ- 
ment. That has changed the whole 
outlook and has thrown a curve ball 
in all quality assurance. That's the 
Situation where it stands.” 


“Tf it was up 
to a quality 
assurance 
guru to 
release a 
product 
you’d never 
get it...in 
his eyes it’s 
never 
perfect.” 
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“There 
aren't a 
whole lot of 
Windows- 
based games 
yet and the 
ones we do 
have are not 
exactly great 
examples of 
what I would 
call games.” 
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REVIEW 


CGR: Can you sit down 
and, not knowing where the 
game came from, know 
what company it was creat- 
ed by? 


RH: ’Absolutely. We could probably 
tell which design team did it. One 
thing a lot of consumers don't real- 
ize today is a lot of different prod- 
ucts are done by out-of-house 
groups under the name of a bigger 
or well-known company. So, you get 
a particular look. I'll give you an 
example. In the old days, you could 
always tell when a_ particular 
Westwood product was in-house 
because it had a certain look and 
feel. The same thing for a Dream- 
Forge product. These were compa- 
nies that did products for several dif- 
ferent publishers and so whenever 
we saw their products...we worked 
with their products for years...they 
would come in from different groups 
we would immediately go ‘Oh, good. 
Hey we've seen this product. We 
know it's a Westwood product,’ and 
we could immediately benefit from 
that by knowing the design philoso- 
phy of the company.” 


CGR: Windows withstand- 
ing, what is the most com- 
mon concern you. alert 
companies to? 


RH: "Sound card problems.” 


CGR: That was an awful 
quick response. 


RH: "Yeah, unfortunately today the 
biggest problems is sound card 
hardware and that has a lot to do 
with stock the way it is and this 
desire to go through Windows. | per- 
sonally am not sold on that PC rev- 
olution. Sound card problems are 
the biggest tech support call to pub- 
lishers and it is also one of our 
biggest problems from a beta stand- 
point. We get product in here and 
we're lucky if it’s got sound when we 
first get it. After that it might work 
with a SoundBlaster and then gen- 
eral midi has to go in. All that, unfor- 
tunately, gets put in in the very end. 
It draws a parallel to regular life if 
you think about it. In the old days 
you had silent movies and then 


eventually we put in sound. Sound 
has always taken a back seat to the 
more obvious senses like sight. So 
the graphics get to be in first in pret- 
ty much a finished form well before 
sound is ever thought about or fin- 
ished. You take a look at most any 
product and sound is where they 
make their trade-off. 

“The 7th Guest is an example of 
that, where—and I’m not suggesting 
they have bad sound—but originally 
they thought they were going to 
have gobs and gobs and gobs of 
rooms and they were going to do 
this unbelievable sound that had 
never been done before. The video 
took up so much space on the CDs 
that they had to make a trade-off 
and that reduced the quality [of the 
sound]. Sound has always been 
that...I’m trying to think of a term for 
that...” 


CGR: Step-child? 


RH: "Yeah, step-child is a good way 
to put it.” 


CGR: Let’s move _ into 
Windows. With all of your 
experience as a tester, why 
aren't you~ sold-~— on 
Windows? 


RH: "There aren't a whole lot of 
Windows based games yet and the 
ones we do have are not exactly 
great examples of what | would call 
games. You have the very popular 
Microsoft Arcade Game Pack, noth- 
ing personal—I played those games 
when | was kid, but | want a little bit 
more in my gaming experience 
today. They are nice to have and | 
continue to play them when I’m 
downloading something in the back- 
ground, but they’re usually five 
minute diversions. But that’s about 
it, they’re not what | would call great 
games. Another example of a very 
popular game, people will take 
issue with this—Myst. Very popular 
game, but it’s not a very good game. 
It's really a bunch of fancy screen 
shots strung together with only the 
very basic game at [its] heart. 
There's really not a whole lot of 
game play value there or replay 
value. So, that’s an example of what 
weve been able to do under 


Windows. Indeed those examples 
are not very beneficial or very 
impressive as far as a game plat- 
form. 

“In addition, there’s this myth that 
Windows is very user-friendly envi- 
ronment and that’s very over-blown. 
Windows as it stands is not a user- 
friendly environment. [That] is what 
the buyer is told. It's the toaster 
environment. You know, ‘It allows 
you to do so many things that you 
wouldn't be able to do under DOS.’ 
They don’t learn anything. They 
never mature past the beginning 
stages of a beginning user. They’re 
never exposed to DOS, where they 
would be forced to learn something. 
This is not a toaster. To take an 
environment like Windows and it 
make it very easy for everyone— 
that’s ridiculous. That just doesn't 
happen that way.” 


CGR: So would you rather 
see DOS as the standard 
gaming platform? 


RH: ”No. What I’d rather see is a 
continuation of DOS as it is now for 
the short term and | get the feeling 
that we’re going to see that anyway. 
There’s this big overwhelming feel- 
ing that the majority of games for 
Christmas this year will be 
Windows. | don’t believe that. | still 
believe the majority of games will be 
DOS-based. But | would want to see 
ultimately is a fix for Windows. | 
don’t want to just say ‘Okay. DOS 
doesn’t work so therefore let’s try 
Windows.’ My argument is we've 
seen examples of that. MicroProse 
tried Civilization, one of the best 
games we've ever had, under 
Windows. Absolutely horrible. It’s 
now on the budget shelf. Windows 
just is not a very good gaming envi- 
ronment. So, | don’t see the reason 
to switch there just because DOS 
doesn’t work.” 


CGR: What about PC DOS, 
Novell DOS or OS/2 Warp? 


RH: "They don’t bring enough to the 
table to warrant any kind of a 
change. Different flavors of DOS 
really don’t bring enough under any 
circumstances. Now, something like 
OS/2 Warp and some other operat- 
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Metal Marines 

Metal Tech Battledrom 
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Microsoft Golf 
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Monty Python’s Complete Waste of Time 
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Robinson’s Requiem 
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Sailing Simulator 3 

Sim City 2000 

Sim City Expansion 1 

Sim City 

Space Ship Brainlink 
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Star Crusader 
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Speech Pack 

Star Trek 25 Anniversary 

Star Trek Deep Space 9 

star Trek Judgement Rights 

Star Trek Next Generation 

Star Trek Star Fleet Academy 

Star Trek TNG Technical Manual 

Stonekeep 

Sub Battle Simulator II 

Sub War 2050 Plus 

Sub War Scenario Disk 

Subwar 2050 

Superhero League of Hoboken 

Syndicate Plus 

System Shock 

Terror of the Deep 

The Pure Wargame 

Thrid Reich 

Tie Fighter 

Tie Fighter Mission Diak 1 
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Tony LaRussa Baseball 2 1994 
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War in Russia 
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Where in Space is Carmen San Diego DXL 39.00 
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World Circuit 
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World Cup of Golf Dorado 

World of Xeen 
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“Consumers 
in this 
industry 
have always 
done two 
things... 
They’ve 
always paid 
a little bit 
more to 
assure 
support and 
ease of use.” 


COMPUTER 
GAME 
REVIEW 


ing systems might. Yes, I’m an OS/2 
fan. | use it. In fact our company did 
the game testing for Warp. All the 
different settings for games under 
Warp, Top Star provided those. So, 
yes, | have a commitment to OS/2, 
but I’m not foolish enough to think 
that OS/2 is going to take over the 
desktop tomorrow. I’m a firm believ- 
er in competition. | actually believe 
Windows 95 is a better product 
today because of OS/2 and vice 
versa. OS/2 is a better product 
because of Windows. OS/2 can 
bring changes to gaming, but unless 
it becomes the predominant desk- 
top choice it’s not really going to 
make a lot of difference to game 
developers.” 


CGR: It almost seems that 
we have a situation here 
like the Betamax vs VHS 
thing, this time with com- 
puter platforms. 


RH: "This is one situation where 
there are past examples in history. 
ve written about this several times. 
People always tend to forget history 
and think from the heart and you 
know that will get you into trouble. 
Beta vs VHS is a classic example 
and | won't drone on about that, but 
Beta was the superior format. The 
bottom line was that people spoke 
with their dollars and they choose 
VHS. Same thing applies here. | use 
that same example for sound cards 
all the time. A lot of people are com- 
ing out with superior sound cards 
but if they don’t meet the criteria the 
consumer demands, it doesn’t 
make any difference how superior 
they are. It's the same thing with 
operating systems. OS/2 is in ways 
a very superior operating system, 
but there are certain things that are 
not dealt with appropriately by OS/2 
and DOS gaming is one of them. As 
much work as we put in we still were 
not able to obtain the goals we 
wanted out of it [OS/2]. So, that’s 
one of the things that the consumer 
demands and it doesn’t matter that 
there are fifty-five other things that 
are better in OS/2. If it fails at the 
key points, that’s all that matters. 
“Windows is another example of 
that happening. You don’t see Wing 
Commander Ill under Windows. It 


just cannot meet user demands for 
performing. 

“Consumers in this industry have 
always done two things above 
everything else. They've always 
paid a little bit more to assure sup- 
port and ease of use. So, those two 
things overwhelmingly are what 
consumers demand. There is this 
mistaken belief that consumers are 
more interested in quality and low- 
cost. They're are both up there on 
the list, but they are not one and 
two. We need to be aware of that 
and apply that. To start thinking 
about what products to design and 
how to attack the market. If you look 
at every example we've ever had in 
the computer industry and other 
related industries, people always 
pay that little bit more to ensure 
those two features.” 


CGR: In all of your years, 
what is or was, in your 
opinion, the perfect com- 
puter game? 


RH: "Oooh. That’s a tough one. You 
were saying that and | was thinking 
of my favorite game, but it hardly 
qualifies as perfect. It would defi- 
nitely be an SSI product. We had a 
little run there back when they were 
doing their original Dungeons and 
Dragons licensed products where a 
good four or five products in a row 
literally came in and went out as bug 
free as I’ve ever seen. They came in 
with virtually no identifiable bugs. 
They went out the same way. That 
was in large part due to the fact they 
kept using the same engine over 
and over again. They were without 
question the most perfect from a 
quality standpoint. 

“The most perfect designed game 
is probably...another SSI game 
comes to mind—Panzer General. 
Beautiful design. They took the 
boardgaming engine and brought it 
to the masses. Beautiful interface 
and very easy to understand. 
Enjoyable. Relatively bug free. In all 
the time it's been out, probably 
going on a year now, they’ve had 
only one update. So, that would 
qualify as one of the most perfectly 
designed games.” 


CGR: So, is there a game 


out there which comes to 
mind that is the most bla- 
tant example of the worst 
designed game that has 
crossed your desk? 


CGR: "The worst game l|’ve ever 
seen without question is Night Trap. 
Night Trap is probably the stupidest 
concept I’ve ever seen. There is 
absolutely no game play value to 
that whatsoever. If you're in to 
watching a bunch of 14 or 15 year 
old girls dance around in their 
underwear and if that’s the underly- 
ing story, then by all means it’s a 
great game. |’m into risque things as 
much as the next guy, maybe more 
SO, but that’s just lame and useless. 
With out a doubt there is nothing 
redeeming in that game, and | use 
that term very sparingly, that | can 
think of.” 


CGR: Are there some titles 
out there you wish had 
more QA? 


RH: ’Front Page Sports Football, for 
example, is one that | wished had 
gotten more QA work on. That there 
was more input put into it. The rea- 
son | say that [is that] artificial intel- 
ligence is something that we always 
we target and [that] you never can 
get really right. There’s a good rule 
of thumb when simulating anything, 
but especially sports: The closer 
you get in achieving the perfect sim- 
ulation the more problems stick out 
like sore thumbs. 

“If you do a poor job—and there 
for awhile Accolade did a pretty 
poor job after leading the market 
there, they come to mind—where 
they would put out a sports title and 
they didn’t do a very good job of 
simulating because that was their 
original goal. People would buy 
them and go ‘well, it's an arcade 
football game.’ So, they didn’t do a 
very good job and people were will- 
ing to overlook mistakes. They 
would sell a specific number and 
they would do okay. When you do a 
phenomenal job, Front Page Sports 
Football from Dynamics is a classic 
example of that, it comes as close 
as simulating football as anything 
has ever come close to, but all the 
little nuances stick out incredibly, so 
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“Wing 
Commander 
was a classic 
example of a 
game that 
did it the 
wrong way.” 


COMPUTER 
GAME 
REVIEW 
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you can never quite win that battle. 
They closer they get, the worse it’s 
going to get. They’re going to come 
under more and more scrutiny. So, 
yeah, those are the kinds of product 
where | wish we could have more 
input, more input, more input.” 


CGR: Is there any quick 
rule of thumb that a gamer 
can sit down with and boot 
up a game and make a 
determination if it is a qual- 
ity game or not? 


RH: "You mean from just sitting 
down, booting up a game and see- 
ing a title screen?” 


CGR: Basically, yes. Is 
there a way to tell within 
the first few minutes that 
they’ve actually got their 
money’s worth? 


RH: "That's a difficult one. | would 
probably have to say yes and no to 
that. Probably overall it’s pretty 
tough to say in the first 30 seconds 
Or one minute of a game that you've 
got a quality product. Star Flight 
comes to mind, there. You didn’t 
know within the first five minutes 
what a wonderful game it was, so | 
guess a number of people put it 
back or returned it or whatever, but 
if you hung with it you found out this 
is probably one of the best games 
ever done. Give me a minute, | was 
just thinking of a good example. 
“Oh. I've got a good one for you. 
Wing Commander was a classic 
example of a game that did it the 
wrong way. And this is not thinking 
the product all the way through or 
the implementation of a feature. 
When you first installed original 
Wing Commander—it was one of 
the first games that came on a ton 
floppy disks—one of the mistakes 
they made was that they made you 
decompress each disk as it was in 
the machine instead of copying off 
all the compressed data from all the 
disks first and then decompressing 
it all in one step from the hard drive. 
The buyer could get up and walk 
away, eat lunch, come back, it 
wouldn't really matter if it took eight 
hours to decompress, you could get 
up and go do something else. The 
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“,..assurance 
will always 
be coming 
back as long 
as the 
consumer 
Keeps 
speaking 
from the 
wallet...” 


COMPUTER 
GAME 
REVIEW 


problem was that they made you sit 
there through the entire installation 
which took forty-five minutes to an 
hour and a half. So, the problem is 
immediacy. You've got a consumer 
sitting in front this game now 
seething and demanding, you know, 
going into the game with totally 
wrong mindset. This now has to be 
the greatest game he’s ever played 
or else. That is not a mindset you 
want a gamer to sit down with your 
product with.” 


CGR: What is the future of 
quality assurance and what 
is the assurance of quality 
in games? 


RH: "Quality assurance in the future 
is certainly subject to change right 
now because of the whole Windows 
situation, so right the industry is re- 
defining what that will be. We’ve got 
the whole change now of incorpo- 
rating more video into products and 
movie type presentations, the intro- 
duction of Hollywood and the whole 
Hollywood mentality into games, 
which | personally think is not a very 
good idea. But that idea of redefin- 
ing quality assurance is going to 
happen. It’s really getting to the 
point where 3rd party companies 
are not really able to do the job they 
were once able to do. 

“The assurance of the quality of 
games Is right now in a lull because 
again of the technology. Right now 
it's CD-ROM. People are in a rush 
to get things out, but as that 
changes, assurance will always be 
coming back as long the consumer 
keeps speaking from the wallet and 
pays attention to these trends. Just 
remember to keep speaking from 
that wallet.” 


CGR: What was your 
favorite game? 


RH: "My favorite game was without 
question Star Flight. No questions 
about it and I’ve always in fact 
aspired to bring that kind of genre 
back. It is easily one of the best 
games ever designed. It took a ton 
of work and I’m proud to say we 
were involved with the testing of that 
product and it’s sequel.” 

- Steven Greenlee 
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adversaries, however, are as 
prepared as you are. The only 
_real edge that you have is 
your guile and guts, little 
comfort to the hostages 
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cocky, remember, terror 
has no patience. 
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“We didn’t 
create the 
culture, 

we simply 
helped to 
document it. 
The job of 
creation was 
Shared by a 
lot of people, 
not the least 
of whom was 
Gene 


Roddenberry.” 


COMPUTER 
GAME 
REVIEW 


— | OKUDA Jf & DEB 


It is a world where no one has 
gone before, but the amount of 
information we know about it would 
fill a CD-ROM. That is exactly the 
plan by Simon & Schuster as they 
are now developing what will prove 
to be one of the most comprehen- 
sive compendiums yet complied 
about the entirety of the Star Trek 
universe. 

This multimedia work will contain 
definitions, explanations and back- 
grounds on nearly everything 
known about the Star Trek universe 
beginning with the original crew 
through to Voyager. It's working 
name was The Star Trek Interactive 
Encyclopedia, but it appears now 
the final product name will be The 
Star Trek Omnipedia. CGR warps 
behind the scenes and talks with the 
people who are putting the 
megabits of Star Trek culture on 
CD-ROM. 


To Tell The Trek 
and Nothing But 
The Trek. 


Producer Keith Halper, who head- 
ed up the best-selling Star Trek 
Interactive Manual project for Simon 
& Schuster, is again holding the 
reigns of the Omnipedia. He has 
tapped four leading Trekxperts to 
help him fill a CD-ROM with every- 
thing that is known about the Trek 
universe—Michael and Denise 
Okuda and Debbie Mirek the 
authors of the best-selling reference 
book The Star Trek Encyclopedia 
(Pocket Books). They are now busi- 
ly porting the thousands of pieces of 
information in the book over to the 
CD-ROM, as well as updating and 
adding pieces of information. In 
addition, illustrator Doug Drexler 
has been tapped to re-create his 
artwork from the book. 


Michael Okuda, who is now a 
technical and scenic consultant with 
ST: DS9 and ST: Voyager, began 
his Trek journey back in 1986 while 
working on Star Trek: The Voyage 
Home. He is very matter of fact 
about the Star Trek culture that he 
helped to create. “We didn’t create 
the culture,” he says, “we simply 
helped to document it. The job of 
creation was shared by a lot of peo- 
ple, not the least of whom was Gene 
Roddenberry.” Okuda says all the 
writers and other crew members 
equally share in the opportunity in 
creating the sci-fi culture. This fic- 
tional culture is universally known 
by nearly every real culture on 
earth. With the advent of the com- 
puter age, every bit of information 
that can be gleaned from the televi- 
sion shows and the movies Is dis- 
cussed, analyzed and studied by 
thousands and thousands of cyberi- 


ans in hundreds upon hundreds of 
Internet talk sites. 

Okuda, along with his co-authors, 
corralled as much Trek information 
as he could lasso and complied it all 
into a printed published encyclope- 
dia. This was a reference work and 
not some sentimental work of expo- 
sition. They worked to document the 
correct definitions of Trek world 
terms, devised the definitive expla- 
nations of operating procedures and 
how mythical machines operate. 
The need to know these things is 
integral to maintaining consistency 
and coherency in the Star Trek 
world. This was Okuda’s job for 
ST:TNG and is now for DS9 and 
Voyager. 

“As the person in overall charge of 
the graphic look and feel of the 
show(s] I’m [also] responsible for 
written languages. | try to make sure 
when the show has another written 
language or whenever we hit anoth- 
er culture and whenever we revisit 
that culture, say [like] the Klingons, 
that written language we had three 
weeks ago should be the same writ- 
ten language we have this week.” 

Okuda is quick to stress that keep- 
ing up with all the new information is 
a “non-trivial task.” He says they 
have so many new cultures they 
encounter each with its own design 
style, language, colors and control 
panels that keeping things consis- 
tent is a major job. 

“| think Star Trek is probably 
among the richest of all the invented 
universes in popular culture,” com- 
ments Okuda. “What we hope our 
product will let you move backward 
and forward and let you explore the 
material and see [what] a wonder- 
fully complex, interwoven and richly 
detailed universe that all of our writ- 
ers and everybody [have] come up 
with.” 


Constructing A 
24th Century 
Encyclopedia Using 
20th Century 
Technology. 


Star Trek is indeed rich in detail 
and that detail can only be talked 
about in terms of what has been 
seen in the shows. The original 


series (Trekkers refer to it as ST: 
TOS) contained about 80 hours of 
episodes. Adding that in with ST: 
TNG, DS9, Voyager and all the 
movies, there are nearly 360 hours 
of Star Trek on film. All of those 
hours contribute some fact, 
machine, language or “stuff? to the 
Star Trek universe. For the 
Omnipedia, most of the information 
will come from Okuda’s Encyclope- 
dia and another book he co-wrote 
with his wife, Denise, called Star 
Trek Chronology: The History of the 
Future. But as Okuda says, the 
information will be on CD-ROM, 
meaning that there will a number of 
hypertext links in five major areas. 
The Omnipedia will contain the 
encyclopedia, which will house defi- 
nitions for such terms as LCARS 
(Library Computer Access and 
Retrieval System) and descriptions 
of people such as Soren (she was 
the androgynous and non-sexual 
J’naii whom Commander Ryker fell 
in love with in ST: TNG’s The 
Outcast). 

The second major area of the 
Omnipedia will contain a synopsis 
of all of the episodes sorted by 
series, with cross-referencing capa- 
bilities. Next will be a Chronology of 
Star Trek history. It begins in 1957 
with the launching of the Sputnik | 
Satellite which ushered in the space 
age. 1992 in this universe held the 
Eugenics Wars, from whence came 
Khan. In 2230, Spock is born. And 
on and on. 

Also planned for inclusion in the 
Omnipedia are self-running narra- 
tions and video-supported over- 
views on a variety of subjects as 
well as a wealth of diagrams, charts 
and interactive animations. This 
section will be called Resources. 

Okuda says he is very glad to be 
working with Simon & Schuster on 
this project, saying that a mark of a 
good company is their commitment 
to quality, which Simon & Schuster 
has demonstrated with earlier 
works, and that they hire good peo- 
ple and then let them do their jobs. 
This philosophy allows him, his wife, 
Mirek and illustrator Drexler to 
devote quality time in compiling this 
title. 

“One of the things I’m very 
pleased about Is...the user interface 


for this product...what Imergy (the 
Omnipedia’s designers) has taken 
is some of the basic control designs 
from the Enterprise, [ones] we have 
seen for the last seven years on The 
Next Generation and we now see 
on Deep Space 9 and Voyager. 
There is a windowing technique that 
| call a ‘T-bar’ [that] works very well. 
What we are trying to do here is try- 
ing to implement this and...give the 
user the experience of what it might 
have really been like to use this as 
an actual computer. So, we are try- 
ing to convey that this is what it is 
like using the computer on the 
Enterprise.” 

Okuda believes a lot of the charm 
of the Omnipedia will be the authen- 
tic implementation of something 
which has been seen on television 
for many years. This interface will 
be very similar to the one used in 
Star Trek: The Interactive Manual. 
Anyone who has watched the televi- 
sion shows probably can visualize 
the “T-bar’ look of the computer. 
Two horizontal stripes will split the 
screen with an independent window 
on the top and an independent win- 
dow on the bottom. With the power- 
ful hypertexting ability, the user will 
be able to read a particular entry in 
the encyclopedia, say, the Klingon 
Sark (a horse-like hoofed animal) 
and then be able to click on it and 
have it hypertext to the episode 
database and pull up in another win- 
dow the episode in which the Sark 
was featured, In this case ST: TNG 
Pen Pals. Or you may be able to 
hyperlink to the chronology section 
to discover when this episode 
occurred in terms of the Trek time- 
line. That isn’t all—you will also be 
able to hypertext to related items in 
the encyclopedia. 

Much of the Trek universe com- 
plexity comes from the fact that the 
show has been in production for so 
long and there have been so many 
movie, the basis for creating more 
varied information is readily more 
available than in ST:TOS and the 
early seasons of ST: TNG. 

According to Okuda, creating a 
new episode of Star Trek has two 
components. “There are areas 
where the job absolutely demands 
that we behave in a standardized 
predictable fashion. Aboard Fed- 
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eration starships, for example. If 
you have a different look and feel on 
a Federation starship, if it's too rad- 
ically different, | think you have 
betrayed the sense of the show. On 
the other hand, Star Trek is about 
going to new worlds where none 
have gone before, and when you're 
there—out there in the unknown— 
you try as much as possible to make 
things as unusual as possible,” con- 
tinuing that he and his staff are as 
unusual as time, money and the 
producers will allow 

He says the graphics team was 
very very proud of one of their cre- 
ations from a ST: TNG episode. 
“We had an episode called Relics in 
the sixth season where Scotty 
comes back. In that episode there is 
a quick scene where Scotty revisits 
the original bridge of the original 
starship Enterprise. That set no 
longer exists, so we had to recreate 
a part of [it]. Certainly, there are dif- 
ferences between our set and their 
set, but for that moment when it was 
lit up and all the blinkers were run- 
ning, there was a sense of what it 
must have been like on that original 
Enterprise bridge. We were very 
proud of that.” Okuda says it’s this 
freedom to create which keeps the 
Star Trek universe expanding and 
why there was a need for fans and 
the shows’ writers alike to have a 
product like the Omnipedia. 


Defining Kroykah, 
Kreechta, 00-mox 
and More. 


If you already know the name of 
the Enterprise-D’s shuttle #07, then 
you may find it hard to believe that it 
takes a vast amount of time 
researching terms, facts and 
names, even for the very people 
who work on the shows’ production 
team. Michael Okuda says, “under 
Denise's guidance we've gone 
through and researched the shows 
and painstakingly documented what 
was established and what wasn't 
established.” 

Denise Okuda, who is the current 
video coordinator for the Trek 
shows, says before she got into 
television her background was in 
science. By treating Star Trek infor- 
mation as a research project, she 


finds it much easier to prioritize and 
organize the mammoth amounts of 
information available. 

Also working hard on the research 
end was the Okuda’s Encyclopedia 
co-author Debbie Mirek. She is now 
reprising her role for the Omnipedia. 

“We do a lot research into a lot of 
very wild and strange things,” she 
says. “It's been a kind of renais- 
sance education for me to find all 
the different things that go into a 
Star Trek script. It’s really been 
interesting.” 

Mirek’s background is not out in 
space, but docked firmly in human 
reality. She is by profession a regis- 
tered nurse. Up until recently she 
worked in an Orange County 


Enterprise comparison diagrams 


California hospital but is on leave to 
pursue other ventures. 

She became involved with Star 
Trek through Denise Okuda. The 
two had been friends for many 
years, and one day during the first 
season of ST: TNG, Okuda invited 
her to tour the set. From there, she 
joined Michael and Denise on com- 
piling a chronology at the behest of 
Gene Roddenberry. “So the three of 
us worked on the chronology and 
we discovered there was tons of 
information left over after we fin- 
ished putting the chronology into 
print. That was when Michael came 
up with the idea to do an encyclope- 
dia. They very kindly offered me a 
co-authorship.” She says the whole 
turn of events was a real “head trip.” 

“It was,” she says with a big 
chuckle. “It was another one of 
those ‘this ranks.’ The first very stu- 
pid question Denise asked me was 


‘would you like to come and have a 
tour of the set?’ And the next one 
was ‘would you like to have your 
name on the cover of a book?’ 
These are the two most stupid 
questions ever asked of me.” 

On the topic of researching, Mirek 
says she can’t really say it was out 
of the ordinary in terms of difficulty. 
‘It’s like any[thing]. Some days it’s 
really easy and some days it’s real- 
ly really difficult.” She also says the 
difficulty depends on the episode. 
“{With] some episodes it’s very obvi- 
ous what you need to define. | 
mean, we always define people, 
places, ships, things, technobabble 
and that sort of stuff. A lot of the 
episodes that deal with alternate 


universes, time travel, parallel uni- 
verses—those are very hard. Those 
you sit and rack your brain and you 
go ‘oh, how can | make this clear on 
paper?” 

Mirek says there is no doubt the 
fans know Picard and the minutiae 
of ST: TNG and that they are getting 
to know Commander Sisko and 
Captain Janeway, but in order to 
compile a complete work, they have 
to define the obvious. They get 
around this by pretending they are 
24th century historians looking back 
and recording facts. 

“And sometimes there are just 
things that are, you know...it’s six- 
thirty in the morning and you try and 
define verterons. What the heck is a 
verteron? There are some days 
when Denise and | [say] ‘here Mike, 
you define it.” 

For Mirek, the experience of work- 
ing on the print version and the CD- 
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ROM version of the encyclopedia 
was nearly the same. “We were a lit- 
tle less constrained because on the 
CD-ROM we have more text space 
than we would have in a print ver- 
sion. So, we didn't have to make the 
definitions quite as concise as they 
would have been before.” 
Compiling a CD-ROM does have 
some unique characteristics accord- 
ing to Mirek. She says that she had 
to be much more careful. If she had 


highlighted a word designating It to 
be a hypertext link she had to make 
sure there was a definition for that 
word. This requires the work be 
checked “five, six, seven, eight 
times, just to be sure.” 

Mirek also says that she oversaw 
all the maps and charts for the 
Omnipedia. Since everything about 
them is hypertexted, it was very 
time consuming to make sure all the 
links were solid. “It was a hair-rais- 


ing experience,” she says. 

The easiest definitions for Mirek 
are the medical ones because of 
her nursing background. “A lot of 
the medical stuff which shows up in 
the scripts is completely fabricated, 
but it kind of helps me put a real life 
spin on it.“ On occasion, the studio 
will call her for some help on script- 
ing parts that deal with medical 
information, but to her, it’s all still a 
learning experience. 


CAPTAIN'S LOG: INTERVIEW: DOUG DREXLER 


Doug Drexler is a scenic artist with 
Deep Space 9 and has done the art- 
work for the Okuda’s Star Trek 
books as well as the CD-ROM. 


CGR: What kind of chal- 
lenges does working on a 
CD-ROM title give you as 
an artist? 


Doug Drexler: "Well, | mean as far 
as my involvement with the thing, it 
really wasn’t different than getting it 
ready for the book, except the CD- 
ROM is in color. So | had to go back 
and kind of open all these...like a 
Surgeon, go back and open the 
patient up and redo an operation. 
‘Oh, how did | connect that last 
time?’ So, basically the task was to 


convert these to color and do a few 
extras while we were at it.” 


CGR: How is it that you go 
about doing your job? Is it 
like being Picasso? 


DD: "When you say Picasso that’s 
kind of...well, you know Picasso 
was an artiste’ and he was able to 
work in a [particular] way when he 
was moved. That's what people 
wanted from him. But when you're 
working on a TV show, especially, 
uh...Mike (Okuda) [said] it was like 
shooting skeet. Every couple of sec- 
onds one of these clay skeet flies 
through the air and you take your 
best shot at it. Sometimes you hit it 
square and other times you catch a 
piece of it and sometimes you do 
something really great that you did- 
n't expect at all (laughs). So in that 


respect | guess that’s the difference 
in commercial art. But the beauty of 
it though is that because you're in a 
situation like that, it doesn’t give you 
much time to think and think things 
into ground so there’s room for 
happy accidents.” 


CGR: You also won an 
Academy Award, correct? 


DD: "Yeah, | used to do makeup. | 
was a makeup artist for ten years. 
Actually, makeup was a total side 
track for me—I really wanted to be a 
graphic artist. Being a makeup artist 
accidentally happened. | was living 
in New York City and was invited to 
a halloween party. | collect a lot of 
books and magazines that tell how 
to do effects and stuff like that. | 
knew | had an article on foam latex 
somewhere, so | dragged it out and 
| ended up doing the makeup that 
everybody usually does for their 
makeup—Planet of the Apes—and 
tortured my poor wife. It took six 
hours to put it on and about six 
hours to take it off. | had a really 
great time and | became totally 
addicted to it for a while. Then my 
research found that Dick Smith, he’s 
like the godfather of makeup— he 
did the Exorcist, Little Big Man and 
Amadeus, he’s everybody’s men- 
tor—he lived about 15 miles north of 
New York City . | ended up calling 
him. And when The Hunger with 
David Bowie happened, Dick asked 
me if | wanted to come help him 
(laughs). That’s how it started and 
went for ten years. | guess the cul- 
mination of my makeup career was 


Dick Tracy [for which he won an 
Academy Award in 1990]. At that 
point it was just, like well I’ve done 
as much makeup as | wanted to do 
in my life. | accomplished more than 
expected. So, | was doing makeup 
on TNG for three years and | [had] 
always admired Mike’s work. When 
| first saw the show, his stuff struck 
me, | mean | loved the show overall, 
but Mike’s stuff | thought...in the 
world of science fiction film | don’t 
think | had seen it [done] much bet- 
ter with more class and style than 
Mike had done it on Star Trek. 
When | started on the show doing 
makeup | gravitated toward the 
graphics department. When Deep 
Space 9 happened, that’s when it 
began for me.” 


CGR: Was it harder for you 
to do the art for a CD-ROM 
version than it was for the 
print version? 


DD: "The nice thing was to be able 
to get the stuff done in color. All the 
Stuff in the book was black and 
white. Unfortunately the computer 
screen is like 72 dpi and you really 
can'’t...well, it was the same in the 
book although the illustrations in 
book were crisper and sharper. How 
can | put it? I’m not trying to down- 
grade what I’ve done, it’s just that | 
tend to do the illustrations so 
that...it’s really made to be looked 
at five feet across. If | do a starship 
diagram | put all the hatch numbers 
on the escape pods, so you're never 
gonna see those on a computer 
screen. Maybe some day, right?” 
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“| don’t know a lot physics and 
sub-atomic particles and that sort of 
Stuff, and in that way it’s been a real 
education for me because I've had 
to learn a lot about that. The med- 
ical stuff comes easiest for me.” 

Just how real is Star Trek? Mirek 
says she is amazed at how much of 
the show is based in scientific fact. 
“It always amazes me when | pull 
something out of a script thinking it's 
totally made up and go to find out 
that it has a real basis of reality. You 
see Mike’s (Okuda) and Rick’s 
(Sternback) fine hand in these 
scripts more often than not. The fact 
[is] that a lot of writers on the Star 
Trek sets are extremely well versed 
in science. | mean they try to keep 
this as realistic as possible. It just 
amazes me how much these people 
do know.” 

Mirek cites a story to illustrate her 
point. She says there is a ST: TNG 
episode called Starship Mine. In the 
course of this episode the 
Enterprise-D is docked and prepar- 
ing for a baryon sweep. Mirek says, 
“...baryons are real sub-atomic par- 
ticles. | was really shocked to find 
that out.” 


Q: What Is The 
Name Of The Star 
System Controlled 
By The Klingons? 


To glean the facts and tidbits 
which will inhabit the Star Trek 
Omnipedia, all the episodes and 
movies were viewed and notes 
were taken. It's something that fans 
do all the time. But when you do it 
and write it down for posterity, you 


are considered an expert. Now that 
Debbie Mirek is co-authoring a 
multi-media CD-ROM she may have 
to change her telephone number 
again. 

“| got some weird and strange 
calls. | live in Orange County [CA], 
I’m just this little nurse, you know. 
Not too many people actually pay 
attention to the names on the cover 
and when | got the first phone call 
it’s kind of like, ‘Oh, wow. This is a 
trip.’ About the fourth or fifth phone 
call, my husband was starting to get 
a little bit tweaked and he said 
‘change the phone [number].”” 

Mirek doesn’t want to give the 
impression that the people who 
called were anything other than sim- 
ply Star Trek fans. She said they 
had genuine concerns. “One of 
them wanted to know what exactly 
was in Galaxy Class storage bays. 
And | said ‘Whatever the writer put 
in there that week,’ which Is true.” 

There is a small portion of Star 
Trek fandom, Mirek says, that 
believes there is a master plan for 
scripts. She explains that there is no 
guide by which the writers follow 
when working up a script. “They 
truly make it up as the go along.” 
Continues Mirek, that’s why it’s 
amazing the continuity stays as 
consistent as it does. 

Being involved with Star Trek has 
also had an effect on Mirek’s family. 
She says her husband is an aero- 
space engineer and that it seems 
that an unusually large number of 
aerospace engineers are fans. He 
has hauled a number of auto- 
graphed encyclopedias to work. 

Mr. Mirek also wants to know the 
finer details of the Trek universe. “I 
got this extremely strange phone 
from him at work the other day. He 
had to know exactly what the com- 
puter capacity of the Enterprise was 
and he had to know now.” Mirek 
Says everybody on the set knows 
that the computer capacity is mea- 
sure in kiloquads, but it has never 
been defined how many bytes are in 
a kiloguad because it was feared 
that the rapid technology of comput- 
ers in a few years would make the 
definition seem contrived. 

Another effect on Mirek’s family is 
that her six year old son draws pic- 
tures of Worf and can define a 


nacelle. “My children are hopelessly 
contaminated now.” 


A: The Kriosian 
system 


Michael Okuda says the most fas- 
cinating area of the Omnipedia for 
him was the timeline. “You see, 
when they started out doing Star 
Trek they just vaguely knew it was 
in the future and they just started 
building, ‘Well, okay. We're in the 
future but Kirk graduated 15 years 
ago. We don't really know when 
now is so we don’t know when ago 
was. And they went along like that 
for quite some period of time, being 
very careful not to establish any 
dates because they hadn't really sat 
down and figured it out.” 

Okuda quickly adds that he Is not 
criticizing the early Star Trek crew. 
It's just that they did not have a 
need for dates. Okuda says that 
years later he was approached by 
Gene Roddenberry to do a chronol- 
ogy and he was very apprehensive 
about taking on the project. The 
early Star Trek writers just made 
things up as they went along and he 
expected to start digging into the 
chronology and find massive con- 
tradictions. “There were some inter- 
nal contradictions, but we were 
absolutely delighted to see how 
much to a significant degree to 
which things held together. The 
overall flow of the Star Trek timeline 
—chronology—held together re- 
markably well.” 

For the young Hawaiian graphic 
artist, working on Star Trek is a 
dream come true. Okuda says even 
with all the stresses of television 
production he is having fun. He also 
has high hopes that the Omnipedia 
will be fun as well. 

“This Is going to be a fun product. 
The design of the product is the 
metaphor that it pretends to be a 
serious work, but Star Trek is fun 
and this is about Star Trek. We want 
this to be fun.” 

Okuda says he doesn’t want this 
to be a CD-ROM only for the Trek 
scholars, saying you should be able 
to see something then boldly go on 
to where ever your whims take you. 
Now that’s a true Star Trek attitude. 

- Steven Greenlee 
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CHAOS CONTINUUM 16 
CIRCUITS EDGE 6 
COASTER g 
COHORT 2 9 
COLONIZATION 29 
COMPANION OF XANTH 19 
CONAN 9 
CONFLICT KOREA g 
CONQUEST OF JAPAN 9 
CONQUEST OF LONGBOW 9 
CONTINUUM 9 
CORRIDOR 7 Zz 


DEJA VU 1&2 DUAL PAC-WIN 
DISCOVERY STEPS COLUMB 
DOOM -REGISTERED VER. 
DOOM 2 -REGISTERED VER. 
DRACULA -BRAM STOKER’S 
DRAGON'S LAIR 3 
DREAMWEB 

DUNGEON HACK 

DYNAMIX SAMPLE PACK 
ELVIRA 2 

EMPIRE DELUXE 

EMPIRE SOCCER '94 

EYE OF THE BEHOLDER 

EYE OF THE BEHOLDER 2 
EYE OF THE BEHOLDER 3 
FALCON 3.0 

FALCON AD-ONS 

FANTASY EMPIRES 

FLIGHT SIM 4 & AD-ONS 
FRONT PAGE FOOTBALL 
FRONT PAGE FOOTBALL PRO 
FRONTIER ELITE 2 
GABRIEL KNIGHT 

GAMES NOT LISTED? 
GATEWAY 2: HOMEWORLD 
GOBLIIINS QUEST 3 
GRANDEST FLEET 

GREENS GOLF 

HAND OF FATE 

HANNIBAL 

HARDBALL 3 

HARPOON 

HARPOON 2 

HARPOON AD-ONS 
HARRIER ASSAULT 
HARRIER SUPER-VGA 
HEAVEN & EARTH 

HEIRS TO THE THRONE 
HEROES OF THE LANCE 
HEXX 

HIGH COMMAND 


18 
22 
17 
CALL 
15 
14 
22 
9 
15 
12 
14 
vf 


HINT BOOKS 
HYPERSPEED 

INCA 

INCA 2 

INDY JONES LAST CRUSADE 
IRON CROSS 

ISLE OF DEAD 

JACK NICKLAUS & AD-ONS 
JEOPARDY 

JETFIGHTER 2.0 

KING'S QUEST 5 -VGA 
KING’S QUEST 6 -VGA 
KOSHAN CONSPIRACY 
LEGACY:REALM OF TERROR 
LEGEND OF KYRANDIA 
LEGENDS OF VALOR 
LEISURE SUIT LARRY 1 
LEISURE SUIT LARRY 2 
LEISURE SUIT LARRY 3 
LEISURE SUIT LARRY 5 
LEISURE SUIT LARRY 6 
LHX ATTACK CHOPPER 


23 
14 


CALL 


12 
14 
12 
15 
10 
15 
12 
9 
13 
13 
15 
15 
20 
6 


LINKS & PRO COURSE DISKS CALL 


LINKS 386 PRO 
LORD OF THE RINGS 1 
LOST ADMIRAL 


your expense. 


LOST TREAS INFOCOM 2 
LUCAS ARTS CLASSIC BNDL 
M-1 TANK PLATOON 
MAELSTROM 

MAGIC CANDLE 2 

MARIO ANDRETTI RACING 
MASTER OF MAGIC 
MASTER OF ORION 

MATRIX CUBED 


Call 800-377-8578 


21 
9 
8 


BUYING! 
(BM GAMES 


Got Something To Sell? 
Follow these Easy Steps 


1. Prepare a list of the games you are selling. Call, fax, or 
mail your list to GAMER’S GOLD. 


2. GAMER’S GOLD wil! quote the current buying 
prices & issue an authorization number for your shipment. 
Games will not be accepted without an authorization no. 
Price quotes are good for 14 days. 


14 


In Canada, call 605-339-2060 


Well mail or FAX our 


latest price sheet with all 


MAXIMUM OVERKILL 
MEGAFORTRESS 
METALTECH: EARTHSIEGE 
MICROLEAGUE SPORTS 
MICROSOFT ARCADE -WIN 
MIG 29 

MIGHT & MAGIC 4 -CLOUDS 
MIGHT & MAGIC 5 -DARKSIDE 
MONKEY ISLAND -VGA 
MONKEY ISLAND 2 

MORTAL KOMBAT 

NFL COACHES CLUB 

NHL HOCKEY(4MB RAM REQ.) 
NO GREATER GLORY 

NOMAD 

OPERATION COMBAT 2 

OUT OF THIS WORLD 


Our current titles! 


29 
CALL 
12 


PACIFIC ISLANDS 
PACIFIC STRIKE 

PACIFIC WAR 

PALADIN 2 

PANZER GENERAL 
PERFECT GENERAL 
POLICE QUEST 1 -VGA 
POLICE QUEST 3 -VGA 
POLICE QUEST 4 

POOLS OF DARKNESS 
POPULOUS 2 

POWER HITS: MOVIES 
PRIVATEER 

PRIVATEER SPEECH PAC 
PRO LEAGUE BASEBALL 94' 
PROTOSTAR 
QUARANTINE 

QUEST FOR GLORY 4 
QUEST FOR GLORY SERIES 
RAILROAD TYCOON 
RALLY 

RAVENLOFT 

REALMS OF ARKANIA 
RED BARON VGA 

RED CRYSTAL 

RED LIGHTNING 


3. Pack games in box. Write authorization no. clearly on 
outside of box. Mail to GAMER’S GOLD. Sove your 
authorization no. We can’t answer questions about your 
shipment without your number! 


4. If you would like to use your money or credit to purchase 
games, include a “wish list” of titles you are interested in. 


5. Your check will usually be mailed within 10-14 working 
days of receiving your games. Some “wish list” game 
credits may take slightly longer to fill. 


Games will be checked for viruses & completeness. 
Games must be complete with all disks, printed materials, 
& in original box. Incomplete games will be returned at 


RED STORM RISING 
RETURN TO ZORK 

REX NEBULAR 

RISE OF THE DRAGON -VGA 
ROBINSON'S REQUIEM 
ROCKETEER 

ROME: PATHWAY TO POWER 
SAM & MAX:HIT THE ROAD 
SECRET WEAP OF LUFTWA 
SHADOW CASTER 
SHADOW OF YSERBIUS 
SHADOW PRESIDENT 
SILENT SERVICE 2 
SILVERBALL 

SIM CITY 2000 


SIM CITY 2000:GREAT DISAST 


SIM CITY GAMES ETC. 
SIMON THE SORCERER 
SPACE QUEST 4 -VGA 
SPACE QUEST 5 -VGA 
SPACE SIMULATOR 
SPEAR OF DESTINY 
SPEAR OF DESTINY:MISS 1 
SPECIAL FORCES 


wiBU 


S 


25 
CALL 

9 

19 
24 
15 
15 

9 

3) 


24 
8 
CALL 
13 
12 
17 
29 
17 
9 
3 


L 


SPECTRE 15 
“SPELLCASTING 101, 201, 

or 301” CALL 
SPELLCRAFT:ASPECT VALOR 7 
STAR CRUSADER 21 
STAR LEGIONS 7 
STAR TREK 25TH ANNIV. 12 
STAR TREK JOGMNT:AD-ON rd 
STAR TREK: JUDGEMENT 17 
STELLAR 7 6 
STORM ACROSS EUROPE 6 
STORMOVIK 6 
STREET FIGHTER 2 14 
STRIKE ACES 9 
STRIKE COMMANDER 17 
STRIKE SQUAD 19 
STRONGHOLD 12 
STUNT ISLAND 12 
SUBWAR 2050 15 
SUMMONING 7 
SUPER HERO:LEAGUE 19 
SYSTEM SHOCK 25 
TAKE-A-BREAK PINBALL 10 
TERMINATOR 7 
TERMINATOR 2:CHESS 17 
TERMINATOR 2029 12 
TERMINATOR: RAMPAGE 15 
TFX 19 
THEATRE OF DEATH 16 
THEME PARK 27 
TIE FIGHTER 30 
TONY LARUSSA GAMES CALL 
TORNADO 15 
TREASURES SAVAGE FRON. i 
TUNNELS & TROLLS 6 
TWILIGHT 2000 -VGA 16 
ULTIMA 5 1 
ULTIMA 6 11 
ULTIMA 7 15 


ULTIMA 7 FORGE OF VIRTUE 10 
ULTIMA 7.5 SERPENT ISLE 15 


ULTIMA 8: PAGAN 21 

ULTIMA UNDERWORLD 1 16 
ULTIMATE DOMAIN 15 
ULTRABOTS 14 
UNLIMITED ADVENTURES 18 
V FOR VICTORY GAMES CALL 
VETTE y 

WAR IN MIDDLE EARTH 6 

WARLORDS 2 25 
WESTERN FRONT 13 


WHEN TWO WORLDS WAR 17 
WING COMMAND ACADEMY 15 


WING COMMANDER 1 g 
WING COMMANDER 2 15 
WING COMMANDER ARMADA 25 
WIZARDRY 5 1 
WIZARDRY 7 15 
WOLFPACK 11 
WORLD CIRCUIT RACING 12 
WORLD CLASS SOCCER 10 
WORLD WAR 2: BATTLES 13 
WW2: AIRFORCE COMNDR _—_10 
X-WING 19 
X-WING AD-ONS (EACH) 8 
YEAGER’S AIR COMBAT g 


Prices & availability subject 
to change. Call Toll Free for 
current titles and those not 
listed—we’ve got lots more! 
All Used Games are 
complete & virus free with 
original box, documenta- 
tion & disks. System 
compatibility is not 
guaranteed. All sales are 
final—defective games 
replaced with same title. 
Free shipping (Regular 
Ground) in the continental 
USA on orders over $150. 
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“,. the fans of , 


Star Trek are 
very 
discriminating 
consumers. 
They know 
this stuff and 
we know they 
know this 


stuff.” 


COMPUTER 
GAME 
REVIEW 


Denise Okuda is the DS9 and 
Voyager Video Coordinator. She 
has co-authored two Star Trek ref- 
erence books with her husband as 
well as the Star Trek Omnipedia. 


CGR: What does it feel like 
to be involved with such an 
icon of pop culture as Star 
Trek? 


Denise Okuda: "It kind of depends 
on the day. Most of the time | still 
can't believe that I’m getting up in 
the morning and going to work on 
Star Trek, which is a lot fun. It’s also 
interesting, because it is such a 
phenomena, such a cultural icon. If 
any of us could figure out what 
made Star Trek so popular we’d 
make a million dollars. It’s just 
amazing that its been going on for 
almost thirty years and it continues 
to capture the imaginations of new 
audiences. With Star Trek Deep 
Space 9 and Star Trek Voyager it 
just keeps going. It doesn’t look like 
it's going to stop, which is great.” 


CGR: What is your history 
with Star Trek? 


DO: "Basically | came to work on the 
feature Star Trek VI back in, | guess 
it was 1991. | worked in the graph- 
ics department there and that’s 
where | met Herman Zimmerman, 
who is the production designer for 
Star Trek Deep Space 9. And from 
Star. Trek VI.| was hired to come 
work on graphics for Star Trek Deep 
Space 9.” 


CGR: When you are with 
people who aren’t familiar 
with your work, do you get 
a little giddy when they say, 
‘Wow. Look at those graph- 


| ics?’ 


DO: "We in the graphics department 
of both Star Trek Deep Space 9 and 
Star Trek Voyager are very proud of 
Our work and we have a saying, 
‘what are those actors doing stand- 
ing in front of our work?’ Of course 


we're pleased when someone 
notices the graphics. We also real- 
ize that the main stars of the show 
are the actors and Star Trek itself. 
We are one of the ingredients that 
goes into the overall picture that is 
Star Trek.” 


CGR: Moving along to the 
interactive encyclopedia, is 
that a challenge for you as 
well? Is it easier than work- 
ing on the broadcasts? 


DO: "They're really almost apples 
and oranges. | think the discipline 
you achieve in production, meaning 
you have to do it and you have to do 
it now, helps very much in projects 
such as the Star Trek Interactive 
Encyclopedia. It also gives [you] a 
way of looking at the world. We 
understand production and we 
understand that there are are many 
ways of doing something, but you 
have to find the the coolest way, 
and quickest way of doing it. | think 
that our training in television has 
helped [us] organize and prioritize 
the material we delivered. 


CGR: How difficult is it to 
document something like 
the Star Trek culture? 


DO: "Actually, it isn’t as difficult as 
you think if you treat it as a research 
project. My background before com- 
ing into television is science, so | am 
not unfamiliar with the research 
process. In the area of doing 
research on Star Trek we came up 
with a research tool. You use that 
tool to gather information by watch- 
ing the episode and writing defini- 
tions and then taking those defini- 
tions and putting them into charts 
and so forth. It is difficult in the fact 
that there is an enormous amount of 
material and there are only so many 
hours in the day.” 


CGR: How does seeing 
your work come to life in an 
interactive format differ 
from seeing your work 


strictly in its original print- 
ed form? 


DO: "It’s actually very exciting, 
because the main goal we have in 
doing a Star Trek product, including 
the Interactive Encyclopedia, is that 
we want it to be fun. We want peo- 
ple to be able to open the package, 
put it into their computer and just 


play.” 


CGR: Do you find the 
exactness of Star Trek fans 
to be intimidating in putting 
together something like the 
encyclopedia? 


DO: "Well, you have two things. 
First of all, the fans of Star Trek are 
very discriminating consumers. 
They know this stuff and we know 
they know this stuff. So, we try to be 
exact and succinct. Even if the fans 
weren't as exact as they seem to 
be, that wouldn’t change the way 
that we structured the research of 
this project. It wouldn’t change the 
fact that we wanted to include as 
much as we could and above every- 
thing, to make it fun. So, I’m thrilled 
that our audience looks forward to 
the details of Star Trek, but | don’t 
think it would really change the way 
we looked at the project. We would 
want it to be thorough and to be cool 
even if our audience wasn't as dis- 
criminating as they are.” 


CGR: Is there an aspect of 
the Interactive Encyclope- 
dia you find interesting that 
| haven’t touched upon? 


DO: "I think one thing that’s going to 
be very fun in the Interactive 
Encyclopedia is that the viewer will 
have an opportunity to explore [the 
encyclopedia] randomly. Their on 
one subject and they’re able to go 
on to another subject quickly. 
Another thing is that we’re going to 
have a series of charts, diagrams 
and illustrations that people will be 
able to bring up. That will be a lot of 
fun.” 


DARE YOU DISTURB THE 


ETERNAL REST OF THE 


ENTOMBED 


In the tradition of MYST™ Comesa — 


completely ray-raced mystery of peril and intrigue -- ENT@MBED, 
Designed joy the Ausiralian software magicians at Chaos Goncepis, 
ENTOMBED will pit you against an ancient civilization’s technology, their 
insidious - ang@poetentially lethal - traps, and a deep underlying mystery of 
monumetmial consequence. Armed with only the diary of a previous 
colleague, you must solve the mystery of your failed predecessors and 
unravel the riddle of ... ihe ENTOMBED, 


"Beautifully rendered 640 X 480 SVGA Graphics and excellent ‘mood music ‘ enhance ENTOMBED, 
proviaing the player with the slickest, puzzle-based Windows adventure I've yet seen.” 
-Computer Gaming World 
"91% WOW! What @ brain-boggling, mind-inploding game... It’s a GRAB with a capifal ‘G ‘1" 
— - Gamestar Magazine 


ENTOMBED is Gvailalble at fine sofiware retailers nationwide or 
order by phone from beaucomm«m Software. A Demo Episode of 
ENTOMBED is availatale’from America On-line, CompuServe and 
fine BBS’s natiomwide, To order ENTOMBED on CD, or a demo 
episode on 3%" disk for just $4.95 with VISA or MC call 
beaucomm Software’at 1-800-266-3281. : 


E All Great Adventures Star 


@ vith One Small 
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hen Rincewind 
awakens that morn- 
ing at the start of the 
game, you can bet 
he wasn't expecting 
what was about to happen that day. 
But that’s how things go when 
administrators get old and lazy. 
They pass on the hard work to their 
subservients. 

Today is one of those days. A 
knock at the door gets Rincewind 
out of bed. Before he can open his 
eyes to notice a big red dragon still 
snoozing atop the tallest steeple in 
the city, Rincewind is told that the 
Archchancellor wants to see him 
right away. 

In his office, the Archchancellor 
assigns him the task of finding the 
Dragons’ Lairs book that has turned 
up missing from the library. It seems 
that that big red dragon has been 
terrorizing their beloved city of 
Ankh-Morpork, and the Arch-chan- 
cellor has decided that the wizards 
should do something about stop- 
ping it, maybe to help improve the 
school’s image. To facilitate this, 
they need that book in order to 
uncover where the dragon is hiding. 


Wizard Turns 
Investigator 
Overnight 


Wandering around the entire 
University, Rincewind will soon dis- 
cover that he is confined to the area 
inside its walls. Still, there is plenty 
to do before he sets out to explore 
the city streets. 

The first thing is to make sure he 
has his own personal belongings. In 
his bedroom There is a closet and a 
piece of luggage on top of tt. 


ep 


Rincewind will first try to open it with 
a finger waggle (the way they cast 
spells at Unseen U.) and will fail, so 
he will resort to the best alternative: 
kick it. Inside is his money 
pouch. 

Take that and then proceed down- 
Stairs to the ground level. Off to the 
left side of the foyer, to the left of the 
statue, is an open doorway. This is 
the closet, and it is dark inside. 
There is an object close to the door 
(a lantern maybe?), but he has 


Use the broom to fool Windle 
and get his magic staff. 


nothing to light it with. He can see a 
broom leaning against the wall that 
might come in handy. 

With the broom in his inventory, 
take Rincewind back up to his bed- 
room. Since the luggage is snor- 
ing [Yes, snoring. It's Discworld. 
Shut up.] Rincewind will have to 
wake it up. It’s too high for him to 
reach, so he'll have to use the 
broom to poke it. After it wakes up, 
it will follow Rincewind around wher- 
ever he goes and carry his stuff, 
since Rincewind can only carry one 
thing at a time. 

The first place he should start his 
investigation is at the scene of the 
crime. The librarian is an 
Orangutan, and Rincewind must 
ask him about the book. The 
Librarian will require a library card in 
the form of a banana that can be 
found hanging in the kitchen. 


In the kitchen, you can take as 
many bananas as you like. 


If Rincewind examines the 
Dragons’ Lairs book, he will see a 
schematic drawing of some strange 
device. But the words are written in 
some kind of runes that he can not 
understand. The Archchancellor is 
required to translate. Give the book 
to him, and he will tell Rincewind 
what components are required to 
build the device, a device for finding 
the dragon’s lair, of course. Those 
components are a magic pole, 
metal container, conducting coil, an 
imp and dragon’s breath. 


The Dragon-Be- 
Gone—Ask For 
It By Name 


The magic pole is the staff of 
old Windle Poons, the cantankerous 
old wizard in a wheelchair, found in 
the dining room. Naturally, the old 
guy isn't just going to give it up, so 
Rincewind must steal it. It won't take 
long to notice that Windle is virtually 
deaf and very short-sighted, so it 


should not be a difficult task. 

Remember the old broom from the 
closet? Try using it on the staff. 
What Rincewind will then proceed 
to do is replace the magic staff with 
the broom stick without Windle 
noticing. 

The remainder of the components 
lie outside the walls of the 
University, and Rincewind cannot 
open the gate to get there. The poor 
student that he is, Rincewind is not 
a very apt wizard. Fortunately for 
him, there is an Apprentice Wizard 
sitting on a bench by the pond near 
the gate enjoying a bag of prunes 
while studying. After chatting with 
him for a while, the apprentice will 
show Rincewind the finger waggle 
necessary to cast the spell to open 
the gate. 

Rincewind’s first attempt causes a 
frog to leap from his throat onto a lily 
on the pond. Pick up the frog; it 
comes in handy in the second chap- 
ter. After another finger waggle, 
Rincewind is successful. 

The map below labels all of the 
locations that Rincewind will visit 
throughout the city. Some of them 
are hard to find the hotspot for, so 
keep trying. It doesn’t matter in what 
order the components are collected, 
but this order should be the most 
efficient. 

First go to the Square. Take a 
tomato from the stand and throw it 
at the tax collector in the stocks. Go 


Palace 


The Apprentice Wizard will 
show Rincewind a trick. 


back and get another one. This time 
Rincewind drops it and a worm 
crawls out. Take the worm. 

Next talk to the kid on the street. 
He will repeatedly swipe 
Rincewind’s money bag as the con- 
versation goes on. Eventually, 
Rincewind will be allowed to ask 
him about his pickpocket skill 
and the kid will teach it to him. This 
will appear in Rincewind’s inventory 
and is used like a regular object. 

As Rincewind is eager to try it out, 
go over to the old men and use it on 
one of them. After a few practice 
attempts, Rincewind will successful- 
ly swipe one guy’s bloomers. 

Find the office of the local 
Retrophenologist located on the 
Square. When Rincewind enters, he 
will be asked by the receptionist to 
sit down with the other two patients, 
particularly the Milk Maid. She will 
provide some necessary informa- 
tion. There is a butterfly net 
hanging on the wall, but Rincewind 
cannot get it. If he leaves and 
comes back in, the seat underneath 
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Here is the map of Ankh-Morpork with all of the locations for Chapter One labeled. 


Ses 


/@e@eeoeoeeeoeoeeeeeeeeeceeeseeceeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee0e08e0e0 


Number of Players & 


‘Designed By 
Rae pcweucs 


COMPUTER 
GAME 
REVIEW 


hair roller... 


The ladder traverses the 
narrow Alley. 
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There is a worm in one of 
those rotten tomatoes. 
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Rincewind needs to get that 
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the net should be vacated as one of 
the characters has moved over. 
Now Rincewind can take the net. 

Next visit the Patrician’s Palace. 
There are many characters to talk 
with there but only one object to get. 
But first you have to get Rincewind 
past the two guards to get into the 
Palace. This is a simple matter of 
simply conversing with one of them. 
Rincewind can make him think that 
the other is talking about his wife, 
and he will clobber his companion. 
With one of the guards down for the 
count, Rincewind may pass. 

Talk to all of the characters here 
as they will give Rincewind some 
useful information. Then go into the 
Fool’s Room where, after a bit of 
snooping, Rincewind should find a 
small mirror. 

Go on to the Livery Stable. Look 
for the sack and take some corn 
out of it. Now proceed to the Street. 

Depending on.one side of the 
Street you come in at, you will either 
encounter the Toy Shop or the 
Barber Shop. In the Toy Shop, grab 
the string and a toy, the toy may 
be useful in a later chapter. 

In the Barber Shop, talk to the lady 
customer. Eventually, Rincewind 
will try to convince her that she 
would do better with straight hair. 
After he does so, the Barber will 
take the roller out of her hair and 
place it in his pocket. This is where 
the pickpocket skill comes in handy. 
But first Rincewind needs to create 
a diversion. Talking to the Barber 
will cause him to day dream about 
his beloved Milk Maid. When the 
ballon of her face appears above his 
head, use the pickpocket skill on his 


pocket. The pocket is a small 
hotspot and he will only day dream 
for a few seconds, so it may take 
more than one attempt to accom- 
plish this task. Now you have the 
conducting coil. 

Leave the Street and move on to 
the Alley. In the middle of the way, 
there is a square stone that is a 
magical lift of sorts. If Rincewind 
Stands on it, he will be blasted up to 
the roof tops. Before he does this, 
however, make sure Rincewind 
takes the mirror out of the luggage 
and places it in his own inventory. 

Once on the roof tops, you may 
talk to the Chimney Sweep. Then 
notice the spire off in the distance. 
Click on it to go there. Click on the 
tip of the flag pole to make 
Rincewind climb out to it. Take the 
mirror and use it on the tip of the 
flag pole. Rincewind will hang it 
there. Then click on the mirror so 
that he will adjust it to make it reflect 
light at the dragon still sleeping atop 
the tower. As dragons like shiny 
objects, the dragon will be attracted 
to the mirror. And as dragons are 
vain, he will preen himself in it, let 
out a sigh when he is through and 
fog it up with dragon’s breath. 

Leave the spire and return to the 
roof tops. Walk over to where there 
is a ladder traversing the narrow 
alley and click on it. It will fall, and 
the luggage will catch it below. To 
get back down to the ground, click 
on the nearby window. 

Go over to the end of the Alley and 
enter the Alchemist’s shop. Talk 
with the Alchemist and then snoop 
around. Find the camera and the 
flask of hot oil. Inside the camera is 


The pad will launch Rincewind up to the rooftops. 


Rincewind will have to lure the 
imp out of the hole. 


the imp. Put the corn in the hot oil 
and it will cause a mad flurry of pop- 
corn that will scare the imp and 
Cause it to scamper down the drain 
pipe and into the mouse hole out- 
side. Use the string with the worm to 
tie it. Then use the worm on the 
hole. This will bait the imp to come 
out and Rincewind can grab it. 

Proceed back to Unseen 
University. Find the path that goes 
around the back of the building. 
There is a door and a window there 
that look into the kitchen. In an ear- 
lier conversation, the cook said that 
he would leave and complain if any- 
thing abnormal happens again. Use 
the ladder on the window to place it 
there. Then place the butterfly net 
into Rincewind’s inventory. Climb up 
to the window. As the cook tosses 
the pancake into the air, use the net 
On it to try to catch it. When you do, 
the cook thinks the wizards are up 
to their old tricks, and he leaves the 
kitchen. Go back inside and into the 
kitchen to take the frying pan he has 
left behind, the metal contain- 
er. 

Now that Rincewind possesses all 
of the components for the device, 
he should return to the 
Archchancellor’s office. Give all five 
components to the Archchancellor. 
He will make a metal detector out of 
them. 

Rincewind will then be on the city 
map with the metal detector. Walk 
him around the town while listening 
to the beeping. Like a normal metal 
detector, the rate of the beeping will 
increase the closer he gets to the 
dragon’s treasure. Once it is found, 
the dragon will say he is leaving and 
give the treasure to Rincewind. 

This will bring you to the end of the 
chapter. Unused objects will proba- 
bly used later on. Don’t forget what 
you've seen, since you may have to 
return to these places later in the 
game. - Tasos Kaiafas 
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set picks up where 
the Interactive 

. Adventures of 
Seymore Butts 
Adult CD-ROM 
left off! Seymore 
wants to hook up 
with his new flame 
Brianna, but she’s 
left for Canada. If 
he doesn’t scrape 
up the money for 
a flight, he’ll lose 
her forever! 
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What's a voyeur 
in love to do? 


Help Seymore start a 4 
dating service, hooking 


women in L.A., while you watch! 
Make the right moves, and Seymore 
gets to mount his Mounty, but screw 
up and he’s yodeling the blues! 


Welcome 
to Canada 
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Tel (201) 783-3600 * FAX (201) 783-3686 * e-mail MissionCD@aol.com * 
Send orders to: Mission Control: 7 Oak Place * CGRO595 * Montclair NJ 
07042 * VISA, MC, Discover, Checks and Money Orders. Checks held 14 
days. Please include phone #. Shipping $7 OVERNIGHT (most areas). Int'l 
Shipping $25 (most countries). Must be 2! to order. 
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up his friends with the most beautiful 


Limimbea Offer! 


All it takes Is one 
little spell to 
become the MOM 
of an entire world. 


Since | was born, | knew | was a 
little different. My early days on 
Myrror were not spent in play, but in 
the study of the arts of Chaos 
Magic. Always | held before me the 
goal of domination of the plane of 
Myrror, and if | came across the 
fabled land of Arcanus, it would fall 
under my sway as well. Upon the 
ascendancy of my chaos mastery, | 
enslaved the race of Dark Elves to 
carry out my bidding. 

At first, my progress was slow. 
Building my capital city took much 
time and effort, and always there 
were new places on Myrror to 
explore. Balance the cost of a new 
building with the worth of that build- 
ing was always a problem, as was 
the expansion of my territory. When 
| started coming across enemy wiz- 
ards who cast spells unknown to 
me, | knew | would have to redouble 
my efforts to reach my ends. 

The first to feel my wrath was 
Sss’ra, a draconic being who, like 
me, studied Chaos Magic. But he 
also studied the puny cantrips of life 
magic. His cities fell before the 
onrushing hordes of my Nightmares 
and Halberdiers until at last only his 
capital city remained. With a shout, 
my troops stormed the city, at last 
breaking into the wizard’s chamber 


Heilvetcen hanishes Sharee 
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Sharee gets a full facial of 
magical goodness. 


Dm A Master of Magie 
HWIAMIAN On LWo Planes... 


None dare oppose the rule of the only sorceror on both planes! 


itself. Sss’ra was banished from the 
face of Myrror, never to darken my 
dreams again. 

As my troops explored the coun- 
tryside, the discovered dungeons, 
caves and ruins filled with treasure, 
mana, magical items of great power 
and more. They also discovered 
fearsome monsters to battle. As my 
fame spread, heroes flocked to my 


The spell researched, all that 
remains is its casting. 


banner. They spurred the troops to 
greater heights of prowess in com- 
bat and helped my fame increase 
even more. 

As my units continued to explore 
the world, they discovered Sharee, 
a voodoo priestess of some power. 
It pained me to destroy her, for it 
was she that led me to the discovery 
of a portal to fabled Arcanus, but 
destroy her Idid. Her barbarian 
hordes were cowed by my powerful 
minions, and soon | held sway over 


another mighty nation of warriors. 

Arcanus was a bright world, unlike 
Myrror. | immediately started plan- 
ning and building cities on this 
plane, and when | had researched 
the spell Awareness, | was able to 
discern the locations of all of the 
cities on both worlds. Through this 
method | discovered the small 
empire of Lo Pan, a cunning sorcer- 
er, and the burgeoning dominion of 
Freya, a nature magician of no 
mean ability. 

Finally, | was able to research the 
ultimate spell, the Spell of Mastery. 
It took me a long time to learn it, and 
longer to cast it. Lo Pan and Freya 
were relentless in their efforts to 
stop me, but they could not. With 
that spell, | banished all other wiz- 
ards from the planes. Now | and | 
alone am the true Master of Magic. 
There are none to oppose my 
benevolent rule... 


The wizards are banished with 
the final spell. 
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BATTLE READY? 


& 


If you're still playing games with a aan PC COMMANDER — Take contro! with this 
keyboard or clunky joystick, then you're oe popular stick. Our patented Mega Zoom 
definitely not ready for battle. INTERACT mS { Calibration Disk fine tunes the PC Commander 
PC Game Accessories give you the features and prevents incompatibility problems. 
and options you need to complete your Independent Auto-Fire, Trim Controls, Two 
system and prepare you for victory! Fire Buttons, Auto-Centering, and Precision 
Internal Components give you the 
power you need to really take off. 


PC PROPAD — Fighting Games, 
Adventure, Sports Games? Get into the 
Mw 8 8=mew generation of PC Games with the 
PC ProPad. You'll have an edge with its 

smooth 8-way directional control, 
lightning fast fire-buttons, and powerful 

Turbo Auto-Fire. 


PC OPTIX — This sticks revolutionary 
Optical sensing system provides quicker 
response and higher resolution than 
traditional joysticks. Its Four Fire- 
Buttons, Auto-Fire, Advanced Throttle 
Control, Analog or Digital Mode 
Switch, and Mega Zoom Calibration 
Disk give you the capabilities you 

need for ultimate performance. And, 
since optical sensing means no moving 
parts to wear out, the PC OPTIX boasts 
a full FIVE YEAR warranty! é 


Dont Get Caught Unprepared... Get 
INTERACT Computer Game Accessories. 
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NaJuture dominated by vast megacerporations . “Presented with breathtaking graphics and special 
and corrupt governments, a single citfzen effects; Tue Orion Conspiracy is a murder mystery that - 
} Stands little chance of altering the course of , Shins an intricate web of intrigue and deceit. in this 
liuman events. You're about to find out what f graphic adventure, blind trust equals death. And friends 
. _ hépens when one tries. co 4 morph suddenly into foes. Don't lose your head. 
100 hand-painted background scenes displayed in stunning SuperVGA. Full speech with subtitles. CD-quality music and spot FX throughout. Rendered, animated cul-scenes. Highly involved storyline. | i 
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